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ABSTRACT 



Designed to help teachers to use the educational 

;o 12 year o3 

this kit presents activities coordinated wi,th the 16 Half-hour 



television series POWERHOUSE with young people (8 to 12 year olds), 

16 Half-hour a 

programs in the series. The POWERHOUSE shows cover comprehensive! 



health and nutrition topics in an action-adventure format for 
intermediate students in grades 4-6. Activities cover the following 
program themes: making friends, coping with stress, learning the . 
importance of discipline and practice, preventing illness and the' 
spread of disease, respecting individual differences, making 
responsible consumer decisions, getting the facts about alcohol, 
judging abilities rather than disabilities, taking on challenges and 
avoiding unnecessary risks, knowing how to, find help, learning about 
weight .'control, seeing beyond sexual Nstereotyping, becoming 
physically fit, and learning .about individual growth rates. For each 
program, a leader sheet provides a synopsis of- the television ^ 
program, i background information, and insights into how the activities 
can he>lp young children. Also included are an activity sheets 
describing activities for children to do in their meeting room, their 
community, or at home with their families; games, and puzzles; a . 
POWERHOUSE membership certificate; and a logo for stickers and 
T-shirts. The teacher's manual lists learning objectives, suggests 
questions and activities' for pre- and post-viewing, and presents a 
brief synopsis of each of the 16 half -hour television dramas. 
Included", too, are four pages of student handouts. (LMM) 
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How Can I use POWERHOUSE? 

This activity kit was designed to help you use POWERHOUSE with y 
can ^use^t with or without the TV series. 



g people. You 



For ^every POWERHOUSE theme there's a Leader Sheet fe^pbciaily for you. It gives a 
synopsis of the television program, background information end insights into how' the ac- 
tivities can help young people. . . , 

For every POWERHOUSE themfc* there's an Activity Sheet fiBed with exciting and 
> thought-provoking activities for youftg peoQte to do in their meeting room, out in the com- 
1 muntty or at home with their families. Please feel free to photo-copy the Activity Sheet 

and hand it out. We suggest you tend -the originals. 

There are also extra sheets with special games and puzzles, a page with a POWER- 
HOUSE membership certificate that you car^upficate and a POWERHOUSE logo to 
make stickers and T-shirts. * \ 

AH activities are designed tqr 8—1 2 year olds. Select those that best fit the needs, in- 
terests and developmental skffls of your group. 



local TV listings. 

programs as a group and then do some of the activities 



Look for,POWERHOUSE in 

• You might want to watc 
. * together. 

• You might encourage* young people to watch it at home and then focus as a group on 
activities relating Xof the current TV episode. 

/ * 0 * 

You might want to order videotapes, f Hms or filmstrips of the shows t8 use with your 
group. They ar^/avaiiaW© 1 from 

/ Guidance Associates 
Communication* Park ■ 
/ P.O. Box 3000 

M\. Kisco, New York 10549 

;/ Or caH toll free (800) 431 -1 842 



What is POWERHOUSE? 

A Television series 1 ? A 
A state of mind? You? 





POWERHOUSE is a television series— 
a popular, fast-paced sfefies of half -hour television dramas jfhfif uses action, adventure, 
mystery, fantasy, and humor to tell contemporary stories created especially for young 
people. These stories e^lore topics such as mental health, nutrition, physical fitness, 
social and environmental problems in an exciting and entertaining way. 

POWERHOUSE is a place— 

a fictitious youth center in Washington, D C. where a group of extraordinary young 
people meet and become friends. 

POWERHOUSE is a state opmind— 

an I can' state of mind— ready to meet challenges, take action, and Seek adventure. 

POWERHOUSE is you. / 

The human being, in mind and body, is a POWERHOUSE. "Learn about your 
potential," the television series urges, M and4ake charge of your life." 

What's it about? 

The major POWERHOUSE themes ate: 

Programs t01 and 102 Making friends 

1 03 Coping with Stress 

1 04 Learning the importance of discipline and practice 

1 05 Preventing illness and the spread 6f disease 

1 06 Respecting individual differences 

107 Making responsible consumer decisions 

1 08 dotting the facts about alcohol 

1 09 Judging abilities rather than disabilities 

A in Taking on challenges and avoiding unnecessary risks 

112 Knowing how to find help , 

113 Learning about weight control 

1 1 4 Seeing beyond sexual stereotyping 

1 1 5 BeCOming physically fit " 

1 +6 Learning about individual growth rates 
^^^^^^ 

Why was POWERHOUSE created? 

POWERHOUSE was created to motivate young people to make a lifelong commitment 
to good mental and physical health. POWERHOUSE is designed to encourage young 
people to take charge of their lives. As the sefies says, "Don't just sit ther^ Do 
something!" 

Who created POWERHOUSE? \ 

POWERHOUSE was created by the Education^Fjlm Center in Annandale, Virginia, 
under a contract from the United States Department of Education. 

Are there commercials in POWERHOUSE? ♦ 

Yes— and no! POWERHOUSE may be seen on commercial and non-commercial sta- 
tions On commercial stations, you may see product advertisements Otherwise, 
POWERHOUSE features uncommercials— spots that sell ideas instead of products 
Ideas like warming up before exercising, buying athletio shoe$ that fit, learning hjjyv to 
relax, and not being afraid to participate. Uncommercials are short— 30 to 60 seconds 
long—expanding the notions of comprehensive health in each drama and providing 
amusing informative messages about responsible health practices. You will find a 
listing of POWERHOUSE uncommercials at the end of this kit. 



Who's In It? 

Each episode of POWERHOUSE features a core of regular performers- 
likable, contemporary characters with whom viewers will be able to identify. 
They are : * 



Brenda Gaines "who inhpfts 
an old gym from 
^■j her father and 

M M works harjj^jo^ 

^| R| I transform it into 
/ttJW the POWER- 
^Jtl HOUSE youth 
. J ■ center. A 
t woman of vision 
and integrity; Brenda knows that 
health is more than physical 
.fitness— it is an attitude that 
keeps you well. "Powerhouse 
isn't just a place/ 1 she tells the 
young people "It's a state of 
mind. An 1 can' state of mind." 

Kevin, 17, is a veteran of the 
tough neighbor- 
hood, in which 
POWERHOUSE 
stands. He is 
mature, strong, 
self-reliant. He is 
also gentle and 
protective of the 



1 



younger children. 

Tony, 1 7, has a record of trou- 
ble with the law. 
Now one of the 
POWERHOUSE 
gang, he is still 
unsure of himself 
and his values. 
Streetwise and 
intelligent, Tony 
makes occasional mistakes- in 
judgment. Many viewers will be 
able to identify with his anxieties 
and uncertainties. 





Jennifer, 17, is independent, 
adventurous and 
a social reformer 
at heart. She 
shares Brenda's 
strong commit- 
ment to the 
POWfeRHOUSE 
philosophy. 
Mechanically inclined, she is the 
owner of the POWERHOUSE 
van, with which she constantly 
tinkers. 

Lolo, 13, is a thinker, a reader 
and a strategist. 
He acts as the 
Sherlock Hofihes 
of the group and 
gains peer 
group accep- 
tance through 
his quick wit and 
intelligence. \ 

Pepper, 1 2 t is a lively youf 
* who is di 
terested in 
-body else's 
business. She 
often acts before 
thinking and her 
impulsive, 
adventurous 
spirit frequently pushes War to 
the fjrink of trouble. 






Synopsis 
With a Little Help from My Friends 
(A two-part story) 

Friendships form as a group of neighborhood kids help Brenda Gaines, a youth worker, open a 
private recreation center called POWERHOUSE. They face opposition from neighborhood toughs 
led by a mysterious underworld racketeer known as Castor, and also from a member of the City 
Council. 

Tony, one of the neighborhood toughs, is sent into POWERHOUSE as a spy and becomes 
involved in a plot to destroy POWERHOUSE by framing Brenda on a drug charge. But Tony, finding 
real friendship at POWERHOUSE, switches his aflegiance and joins the 'POWERHOUSE gang to 
catch Castor, clear Brenda and make way for the opening of POWERHOUSE. 
. The'foflowing iincommerclate appear In program #101: (15, 5, 10) / • 

The following uncommerciais appear in program #102: (15, 31, 30, 25, 9) ~ 

Theme: Making Friends 

Making friends— It's one of the most rewarding things, we do in our lives. Think about the friends 
you had when you were a youngster.. Do you remember the things you did together, the thoughts 
and secrets you shared? - , 

Everybody needs friends. And friendship is especially important in the growth and development of 
a young person .Right now the young people In your group are forming foundations for friendships- 
foundations they can build on for the rest of their lives. 

Some wiU make friends easily. For others It can be a difficult and scary process. As a youth leader, * 
you have an opportunity to facilitate some of that friendship building. Programs 101 and 102 of the 
POWERHOUSE series are designed to help. They show different ways of making friends and 
becoming part of a group. And they illustrate some of the tensions involved. 

There are two sets of activities for this theme. One set can be used after viewing Program' 1 01 and 
the other after viewing Program 102. 

How the Activities for Program 101 can help 

•Activity #1 helps young people get to know each 
other better. 

•Activity #2 gives them the chance to act out the 
concepts of individuality, friendship, and group par- 
ticipation. 

•Activity #3 gives th#n the experience of trusting 
dthers. 

•Activity #4 helps them foct*$ on what friendship 
might mean. " ^ 

•Activity #5 can give them a 
sense of belonging to the 
POWERHOUSE grOui 




How the Activlfii 

•Activity #1 can 
people identify With the 
POWERHOUSE. 

•Activity #2 can help with 
group building. 

•Activity #3 can help build self 
worth in a group setting. 

•Activity #4 can help them 
reach out to others, expanding 
their circle of 'friends. 



' a 
r Program 102 can help 
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Activity #1: l.D. Mystery Game 

Maker a giant identification badge you can wear. 
Put your name on It and Ifet some things about 
yourself : something you like to do, something you 
don't like, your favorite color, your favorite rock 
group, some place you'd like to go some day, 
something you'd like to become— anything you 
want to say about yourself. When everybody 'is 
ready, put on the badges and walk arOund reading 
them. Then, at a signal, everyone flips the badges 
over so they oar^t be seen. See if you can 
remember at teadt one thing about everybody. 

Activity #2; Statues 

Form a statue— not out of day or stone but out 
of yourself. Start with a statue called "This is the 
- Real Me. " What kind of statue would you be? How 
would you hoW your arms, your head, your feet? 
Experiment with different portions. 

Now get together with one other person and try 
a statue called "Good Friends." After that, get 
your whole group together to form one big 
"Powerhbuse" statue. Take turns! 1 being the 
"sculptor" and arranging everybody into the group 
statue. Have someone take pictures of each 
group statue. 

Activity #3: A Friend Is Someone You 

Can Lean On 

Get five or six people to form a tight circle 
around you. Their job will be to keep you from fall- 
ing. Keep your body straight and your arms down 
at your side. Lean first to one side and then to the 
other. Let the group support you and hold you up. 
Lean forward and then (hardest of an) lean 
backwards and trust them not to let you falL How 
did it feel to be supported like that? 

Activity #^ Roving Reporters 

Get out on the street and interview people of dif- 
ferent ages, sex, ethnic groups. Ask them: "What 
is a real friend?" If you can. Jake a cassette^ 
recorder along and tape what they <say. (Later on, 
you might want to find someone- who can show 
you how to edit tape. You might even make your 
own radio spot.) 



Activitp#5: Powerhouse Posters 

Make your own posters on the theme 'The 
Powerhouse Is You." Think where yoo can put 
them 30 other kids will see what it means to be a 
Powerhouse. 
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Activity 01: The Powerhouse Is You 

Look carefully at the picture of the Powerhouse 
that is given to you. Can you find how many times 
the word "you" Is hidden there? 

Activity #2: Cooperation Game 

Have two people sit down on the floor back to 
back. Ted them to link elbows and try to stand up. 
Keep adding another person each time till the 
whole group is trying to stand up together. 



/ 



Activity #3; Architect's Dream 

Ask everybody to bring a box, or select one 
from a pile. It's more interesting if the boxes are 
different sizes— from shoeboxesto giant cartons. 
Put your name on your box in big letters. Your box 
is a symbol of the special something that you bring 
to the group by being there. See what kind of f 
structure you can build as a group, with each per; 
son adding his or her box. It might be a tipsy 
tower. It might be a cave. Try out different ideas. 

Activity #4; 4 Friend Can Be Anyone 

Think of someone you can befriend as a group. 
You might want to adopt a grandparent— choose - 
an older person and do something special with 
them. Or you might want to adopt an international 
visitor. Don't let age or s&x or language be a 
barrier. 
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Synopsis '• * 

» w 

Life or Breath • . i 

Daoud is an African boy under extreme stress. His mother has been tolled by terrorists 
in his country and his Ambassador father lives under the threat- of assassination.. At 
POWERHOUSE Daoud finds friends and learns relaxation exercises. When Daoud is kid- 
napped, he uses the exercises to help him remain calm. Then he cleverly sends word'of 
his whereabouts to the POWERHOUSE kids who perform a daring rescue. 

The following qncommerclaJs appear in program #103: (32, 28, 1 , 33, 19, 7 j 



Theme: Coping with Stress 

. We all have stress in our fives and we cope' with it in different ways. But stress can be 
harmful If it's too great or prolonged. It can tatp away the fun in our lives, sap our energy 

and even cause us to become Hi. 

* t • * 

Young people need to recognize stress in their lives and learn how to deal with it. Some 
ways of dealing with stress can be harmful, Jike' using alcohol and drugs. As a youth 
leader you can help the young people In your group get in touch with som# positive ways 
to deal with stress. 

The Powerhouse /program "Life or Breath" shows young people dealing with the 
physjc^i symptoms of stress. It demonstrates sonte relaxation techniques that can help 
tfW.your^g people in your group— and yc^— ease tension. 



r 



ERIC 



How thfe activities for Program 103 can help 

•Activities #1 , #2, and #3 are relaxation 
that can help young people relax tension. 

•Activity #4 helps young ( people recogfiiz 
of h^Hfiful stress K ,'\.^ 

•Activity #5 helps them get in touch 
with their own resources for dealing 
with the stress in their lives. 
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Want- to get quick relief from stress? Try this: 
take a slow deep breath, then scrunch up your 
face and tighten your tyhole body— your toes, 
your arms, your hands— everything. HoJd.it for a 
moment. Then let out the breath slowly and uri- 
scrunch everything, totting yourself feel relaxed. 

r , 

Activity #2; A Fantasy Vacation 

* Lie down on your back, close your eyes and get 

' comfortable. Breathe slowly and deeply, thfhk of f 
a place you'd really like to be— a nice peaceful ■ 
plate that nj^kesi you feel good. Go there in your 

' mind. Imagine yourself there. Picture yourself do- 
ing whatever you'd like to do therei 

Activity^: Slow-Motion Seagull 

Stand with your arms at your, sides. Give 

yourself plenty of room, away from other people 

or objects. Slowly begin to breathe in, and as you 

do, start very slowly lifting ydur arms up out from 

your sides tilt they're over your head. Thert tet out 

your breath and veVy slowly bring your arms back 

down to your sides. (Tip: sometimes it helps to 
♦ 

close ybur eyes.) 

'Activity #4: The Rubber Band Test 

Stretch a rubber band or a piece of string. See 
-how tight it gets when, it's under tension and how 
loose it feels when you let It go slack. How tense 
are you? Stretch it to thq point that matches how 

' tense you feel right ngw. Think about how you feel 
when you are really ter&e. What happens to you? 
•What are the signals your body gives you? Does 
your head ache? Does your stomach hurt? Do 

♦ your necfc 1 and/ shoulders feel stiff? Try to 



remember the signals. Next time you feel them, 
take a deep breath and concentrate on relaxing 
ypurbody. 

Activity #5; that Feel-Good Feeling 

Make a list of activities that make you feel com- 
fortabte. Things like letting your dog, pitting on 
your favorite old clothes, takipg a , warm , 
bath— whatever feels very good to you . Now think 
about the things in your life that upset you and 
make you feel tense. Look dt your list of feel-good . 
things and think how you can use them to relieve 
those stress feelings. * 

( 




Synopsis 



Master Of The Art 

While practicing for a talent show, the POWERHOUSE kids team that their friend, Mrs. 
Gray, has just been replaced as Chief of Security at the Fine Arts Museum, by an elec- 

S?nte security wizard! With Mrs. Gray's help, they develop an elaborate pian to get her 
b back, a plan which requires the most stringent discipline and practice. Entering the 
museum in broad daylight, the POWERHOUSE gang and Mrs. Gray remove a priceless 
statue which is protected by the new electronic system. Their success proves that elec- 
tronics are only as good as the people who operate them, and Mrs. Gray is re-hired. 
.The following uncommercial appear in program #104: (6, 8, 17, 27, 29) 4 

Theme: Learning The Importance jbi Discipline and Practice 

Most real achievements require time, energy, effort, practice and patience. It's very 
rare to become an overnight success at anything. But young people often feel frustrated 
when they don't look like pros right qway. They get discouraged, ^nd sonetimes are 
reluctant to try something new, remembering past failures. ™ 

Young people heed to understand the importance of discipline and practice. They need 
tp experience the sense of accomplishment that comes from setting realistic goals and 
working toward then? step by step. * 

As a youth leader, you can help by exposing them to good role models, and by en- 
couraging them to experience the challenge of setting goals ami working toward them. 

The Powerhouse program "Master of the Art" shows young people 
how important it is to be disciplined, and how practicing a task until it's 
mastered can eventually pay off. 



How the activities for Program 104 can help 
•Activity #1 gives the group members a chance to 

meet and talk with people who have practiced particular 

skills, and to witness the results. 
•Activities #2 through #7 help^^V 

young people experience activities in , 

which planning and practice pay off. 



We -Have 
one More 
PracJTce 
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Activity #1; Ifttgrtoiew a Master of Jhe Art 

Find someone in your' community who does 
work that takes skill and practice— brie Way er , 
musician, typist, baker— there are tots of jobs that 
take practice to do r&afly well. Or look for some- 
one who does a particular sport or activity really 
well. (Maybe someone in your own group is a star 
at something.) Get them to give you a demonstra- 
tion/ %k them how they got so good at it. (You 
might even want to do a photo story on therfi ) 

Activity #2; Look Quick 

Collect 25 common objects like a paper clip, 
pen, eraser, rubber band, button or candkL Look 
away while one person in the group t:h ^^^ Bi 9 ht 
of the objects, spread3 them out on and 
covers them with a piece of cloth.* Gather around 
the tray and look quickly at the objects as the per- 
son whisks the cloth away and leaves it un- 
covered, for 30 seconds. Can you remember all 
the objects? Practice several times over^the 
course of a week. If you practice, you'll be able to 
do it better. ^ttr 

Activity #5; Twist your Tongue 

Try to say this tongue twister: "Pintsized Pep- 
per practiced ping pong with a POWERHOUSE 
partner s paddle." Now make up one of your own.- 
Practice until you can say it five times in a row. 

Activity #4; Juggling 

Have you ever tried to juggle? Find an instruc- 
tion book or somebody who knows how. Or try 
out your own method/Work stegj^ step and 
practice. See how long it takes to bSgple to juggle 
three objects . 

Activity #5; Invent a Game 

Make up a game that uses a skill nobody in the 
group has— a game nobody has tried before. Use 
simple objects like pennies, buttSns, ok) tennis 
bails or rope. See how many tries it takes to begin 
to be able to do it 



Activity #6; Video Challenge 

% If you're into computers, try designing a 
Powerhouse vided game. Get ideas from yo3f 
v group about what it might be like' 

Activtty #7: The Magic Maze ' • 

'Can you <ind your way in to the golden statue?' 
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You Make Me Sick 

A single bite of a contaminated tuna sandwich causes Brenda Gaines to become in- 
fected with the deadly and mysterious red-eye virus that is spreading through the city. To 
find the cure, health officials must know where the disease came from. Racing against 
time, the POWERHOUSE gang foHows a dangerous trail to a young woman too frightened 
and ashamed to reveal thai she is the source of the deadly disease, but whose coopera- 
tion is- essential in order to help find a cure that will save Brenda's fife. 

The following uncommercials appear In program #105. (1 6, 32, 12, -2, 1 1 ) 

Thtme: Preventing Illness and the Spread of Disease 

t How do you stay well when others around you are dropping like files from colds or the 
flu? It's a real challenge. But there are things you can do to help yourself stay heaHfiy. 
Young people need to learn some strategies for staying well 

What happens if you do get sick? How can you take care of yourself and keep others 
'around you from catching your illness? Sometimes young people (and adults) are reluc- 
tant to go to the doctor. They need encouragement to take an active role in maintaining 
their own health. They need to become more aware of how disease spreads and find out 
what they can do to stop It. * 

The Powerhouse program "You Make Me Sick" draws attention to some ways that 
disease can spread, and provides role models' of young people taking action to prevent 
the spread of disease. 

How the activities for Program 105 can help 

•Activities #1 and #2 help young people focus on 
health hazards in their own area. 

•Activity #3. helps educate younger children and at 
the same time builds young people's awareness about 
the spread of disease. 

•Activity #4 helps young peo- 
ple become more aware of 
strategies for staying healthy. 



SrjouLP-HAVE 
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Activity 41: Health Detectives 

Make up a disease, like the Red-Eye Virus, and pre- 
tend that it's threatening your town. Thjpk ot v >all the 
ways the diseaJFmight be spread in a restaurant, 
school or public building. Make a Hst. Now zero hi on a 
'particular restaurant, school or public tyjtlding In your 
town. Go there as a group and check it out. If there 
were such a disease, would it be spread there? What 
clues did you find? 

Activity #2; House Check-up 

After you've done Activity #1 , go home and check 
Gut your own house. What are someways that disease 
might be spread there? (Don't forgeHo took at health 
hazards in your own room.) Make a list ami talk it over 
with your family. * 

Activity #3; Glam^&irt Play 

Make up a play you can act out for ttttfe kids, teaching ' 
them about how diseases spread. Some of you can be ' 
common cold germs lurking to zap unlucky victims. Let 
your imagination am free as you think up costumes. 
(How would a germ dress? What would it took tike?) You 
might want to do it as a puppet play instead, and make v 
your own puppets. 

Activity #4; Staying Healthy Game 

This is a board game that a number of people can 
play. It can help young people understand what it takes 
to be healthy. 

Getting Ready 

1 . Take a square sheet of white posterboard and 
mark off twenty four squares around the outside 
edge for players to land on. Label one square 

"START." 

2. Label 1 0 squares randomly with things that help 
you stay well: fresh fruits, vegetables, prottifn, 
sleep, medical check-ups, jogging, bicycling, 
dancing, avoiding people with contagious, 
diseases etc. 

3. Make up the number of points these squares 
are worth. 

4. Label 6 squares randomly with things that are 
unhealthy: too much fat/sugar, lack of sleep, 
eating with dirty hands, taking illegal drugs, not 
Ojiough exercise, contact *with contagious 
diseases. 



5. Make up the number of points these squares 
are' worth. " \ v 

6 Label 2 squares randomly "DANGER." ' 
. 7. Cut out a bunch of cards and mark them 
DANGER on one side. On the other side label 
them with unexpected health hazards like, bitten 
by rabid squirrel, stepped on rusty nail; or ate 
spoiled food. These cards should say "Go to 
the hospital and lose #our turn." 

8. Draw a hospital in the middle of the board. 

9. Cut a token (Hit of the Posterboard to represent 
each player. « 

1 0. Find a set of dice> 

Playing the Game 

game is won by the player who accumulates the 
highest number of "healthy" points. Throw the dice to 
see who goes first (highest number goes first). Throw 
the dice to see how many squares to move, if you land 
on a "healthy" square you gain those points. If you land 
on a "Danger" square, you have to go to the Hospital 
and stay there until you can rot) a double (two one's, 
two's, three's, etc.) Each player starts with 1 5 health 
points and gains an additional 1 0 points everytime they 
pass "Start." Set a time limit. 
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\ Synopsis v 

Celebration * >~n ♦ 

White preparing for hia Bbk Mttzvah (a Jewish ceremony celebrating the beginning of 
manhood), Lob and his grandfather are attacked outside thejf synagogue by a racist gang . 
called the White Cobras. Frightenedf Loto decides to call off- his Bar Mttzvah. The 
POWERHOUSE gang convinces LoigJ^tand up for his beliefs, and then set out to teach 
the White Cobras a lesson. The scheme backfires and Loto is lured into a dangerous trap 
that requires ail Jbis wits to escape. 

The following uncommercials appear in program #106: (5,* 20*. 24, 37, £1, 7) 

Theme: Respecting Individual Differences < 

Life can be richer and more Interesting when we get to know p4opfe who ere different 
from ourselves. The human famBy comes (n tremendous variety, but prejudice often limits 
our chances to explore and appreciate that variety. 

Young people are Ju$t beginning to form opinions about themselves and the people 
around them. As a youth leader, you have the opportunity to help them get to know and 
like themselves. And you can help them (earn to be open, flexible and accepting in their 
attitudes and behavior toward others. 

The Powerhouse program "Celebration" helps viewers identify with a young person 
who encounters violence because he is different, it helps young pegple tt>ink positively 
about their own heritage and individual differences' 

How the activities for Program 106 can help 

•Activity #1 helps young people thtpk about their 
own individual differences and celebrate them. 

•Activity #2 lets young people experience discrimi- 
nation and explore their own feelings about it. 

•Activity #3 gives young peo- 
ple a chance to hear first hand 
the stories Of people who are dif- 
ferent from themselves. 





Activity #1: Festival 

Throw a party — a festival that will celebrate the individual differences in your group. 
People In the group may come from different cultures, or from different regions of the 
country. Or they may have unique family traditions— Bffo-speciaJ ways of celebrating birth- 
days or holidays. Think about those differences. Then have each person in the group plan 
/ and prepare food, decorations, games, dances or other activities that represent those 
special traditions. h 

Activity #2; The Other Side of the Story 1 

Think about how you or someone you know has 
been discriminated against. What happened? 
Why? What did you or the other person do? Talk 
aboutV Invite that other person to come and talk 
with your group. Prepare questions to ask. ' t 

* 

Activity #3; Insider • * 

This is a board game that three to six people can 
play It will help you experience what it's like to be 
part of a group that's discriminated against; 
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Activity #3; Insider . 4 ' 

Getting ready 

1 Take the two sheets of paper that make up the Insider board and tape or glue them 
side by side on a piece of posterboard. 

2: Each player flips a coin. If It gomes up heads you are a Triangle. If it comes up tails you 
are a Circle. / 

3. Make a playing token for yourself out of a piece of posterboard. Triangles make 
triangle-shaped' tokens . Circles make circle -shaped tokens. Write your initials on it. (Be 
sure your token is small enough to fit in the playing spaces— no bigger than a dime.) 
TT<F4nd a pair of dice to play with. * 

5. Using Index cards or construction. paper, make Triangle cards and Circle cards. Write 
each of the following on a separate card: * - ' ' 

• - / . • *- * 

Triangle Cards - • Circle Cards 

• You have a high paying Executive job. * You have a low paying job. 
Go aheaoU4*9 paces. \3o back 4 spaces 

• Your father Is President of The Bank. • You are kept o*t of an important club. 
Go ahead 4 spaces. / Go back 4 spaces. 

• You play golf with the Mayor. * You've been made an Honorary Triangle. 
Go ahead 2 spaces. Go ahead 1 0 spaces. 

• You have to pay a lot of income tax*. * Your house Is condemned. 

Go back 3 spaces. Go back to Start. * 

• You meet some important people at a party. >■* You have a criminal record. 
Go ahead 2 spaces. Go back 10 spaces. 

• You just gbt-a^dent In your sports car. • You and the other Circles stick together. 
Go back 2 spaces. -, Go ahead Syspaces. / 

• You've been elected Citizen of the Year. : * Your old car- keeps breaking down. 
Go ahead 4 spaces. 5 Go back 3 spaces. 

6. Draw a triangle on the back of the Triangle cards and a circle on the back of the Circle 
cards. Put them face down in two separate piles. 

Starting 

If you are a Circle you have to start at the Circle Start. If you're a Triangle there are six 
places you could start; throw one of the dice for the number of the Triangle Start where 
you wili'begin. (More than one triangle can bagln at the same starting place.) 

The player in the lowest numbered Triangle Start begins. From then on, players take 
turns clockwise as they are seated around the board. , 

* 

Object of the Game 

The object is to be an Insider. Throw both dice and move that number of spaces toward 
the Insider spot. H you tend on a star, you have to draw a card. Triangles draw a Triangle 
Card. Circles draw a Circle Card, You have to get into the Insider jgpot by an exact count 
on one or both of the dice. ' 

If the space you are supposed to land on is already occupied by another player, move 
to the space just behind it Players may pass each other on the board 

After the Gafne 

When the game is over, talk about what it was like to be a Triangle or a Circle. How did it 
feel when you drew a Triangle Card or a Circle Card? Are there things in re^J life that give * 
people the same kinds of advantages and disadvaatages? Who are the people in ycxF} 
community who start out with disadvantages? 
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Synopsis 



Something for Nothing ^ • t 

fcrenda derides to have a cheap patch job done on the roof at POWERHOUSE, but it 
turns out to be a poor decision when the ceiling caves, in. This send? Brenda to New Y6rk 
to "seek contributions for repairs. While she is away the POWERHOUSE gang searches 
for a cheap way fcfproduce a fund-raising film about POWERHOUSE to show the City 
Cpundil. Pressured into making a hunled decision, th3 kids are duped into making a film 
that is damaging to POWERHOUSE by an unscrupulous filmmaker who has been hired by 
a land developer who wants the POWERHOUSE-pcoperty. The gang pays a steep price 
for trying to get "Something for Nothing" and only h*rd work and an ingenious switch gets 
them out of a tough japv , * m 1 

The following uncommercials appear in program #107: (6, 30, 27, 26, 10) 

Theme: Making Responsible Consumer Decisions. 

Every day we are faced with decisions about what to buy. We are bombarded with ads 
that make promises. How do we decide? 

Over the years we have learned what to look for and hop to be wary. When we are at 
our best, we go through a decision-making process: defining our problem, figuring out our 
options, analyzing them and then making a choice. But young people have not yet sharp- 
ened those decision-making skills. They need to team to be aware of the consumer deci- 
sions they make and how they make them. 

The Powerhouse program "Something for Nothing" demonstrates some of the conse- 
quences of not making wise consumer choices. It shows young people becoming more 
aware of the importance of using good consumer decision making skills. * v 



How the activities for Program 107 can help 

•Activities #1 and #6 heip young people become 
more aware of the qudsti^ps they should ask as wise 
consumers. 

•Activity #2 gives them an .experience in comparison 
shopping. , 

•Activities #3 and #4 help them become more wary 
of advertising. 

•Activity #5 helps them focus 
on the consequences of unwise 
consumer choices and en- 
courages therfi to db some con- 
sumer testing. * f 
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Activity #1: Wtee Up # 

Divide your 'group into two teams* Each team 
wili invent a product that sounds terrific. (Make all 
sorts of wonderful claims for it). Do a commercial 
to sell your product to the other team. As you 
watch «he other team presenting its commercial ^ 
have your team think u|5> questions that wise con x 
sumers would ask before running oat and buying 
that product. 

Activity #2: Check It put 

Make up a sample grocery list of four or five 
items* and go to the grocery store as a group. Pair 
off and compete to see Who can find the best buy 
on those itqms. Read the fine print on the labels, 
figure out the price per pound and compare the 
different brands. Get together in a comer of the 
store with the items you have selected ar^d show 
the rest of the group what you chose pnd why. 
Vote for the team that, comes up with the best 

bu* . ■;" * 

Activity #3: The Ad Game 

" Fliptthrough magazines, newspapers and comic 
books. Clip out the ads. Look at what they're sell- 
ing and how they're selling it. What are some 
questions you should ask yourself before you buy 
that product? 

Activity *4: Keep Your Eyes Open 

Next time you're watching TV, keep an eye on 
the commercials. What kinds of promises are they 
making for their products? What kind of pressure 
. are mey putting on you to buy? Think up a way 
you can help younger kids be more aware of sell- 
ing techniques. 

Activity #5; Ripoff 

Tell about a product that you or your family 
bought that wasn't all it was cracked up to be. Tell 
how it failed to meet ydur expectations. Think up 
ways you can do some consumer testing on pro- 
ducts your family buys. (For example, do your 
own testing on paper towels' and plastic trash 
bags. Do they do what the TV commercials say 
they do?) • * 



Activity #6; Special Guest, 

Contact someone from your local Consumer 
Affairs Office. Invite that person to visit your group 
to "discuss different ways of becoming more active 
in local consumer problems. 
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< Synopsis 

Cheers ' 

* • 

Pepper le&ms some Important facte about alcohol when she- is pressured by her new 
friend, Peter, into experimenting with drinking. What she doesn't know is that Peter has a 
serious drinking problem and is stealing money at POWERHOUSE to buy atadhol. When 
they discover his secret, the POWERHOUSE kids confront Peter and convince him to get 
„help. 

The following uncommercial appear in program #108: (4, 29, 3, 13, 15, 9) 
r ' * 

Theme: Getting the Facts About Alcohol 

Young pebple like to experiment. They like to explore and examine tbeir world and see 
what it holds for them. * J 

( -One of the things Ihey experiment with is alcohol. As a youth leader, you can provide 
realistic facts about alcohol and good ideas on how to make responsible decisions about 
drinking. You can also help young people figure out some strategies for resisting the 
tremendous peer pressure they receive. 

The POWERHOUSE program "Cheers" deals with a young person experimenting with 
alcohol. It shows the peer pressure involved, and some of the consequences of irrespon- 
sible alcohol consumption. 

How the activities for Program 108 can help 

'Activity #1 lets young people experience dis- 
orientation. 

•Activity #2 gives young people face-to-face contact 
with people involved in alcohol problems. 

•Activity #3 helps them focus on consequences of 
alcohol consumption. 

•Activity #4 gives young people the chance to get 
more information on drinking and driving. 
'Activity #5 helps them figure out strategies for 
resisting peef pressure. 

•Activity #6 lets them experi- 
ment to discover some of the ef- 
fects of alcohol. 
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Activity #1: Dizzy 

Alcohol can make a person , feel disoriented. Ex- 
perience what this might be like by taking turns spinning 
each other around ^SeX up^'Toad test" in your peeting 
ro^m'See what happens wh£h a dizzy person tries to 
walk a straight lin&'of move around obstacles. 



• Activity #2: Hearing WhatJt's Like , 

Find a recovering alcoholic who is willing to come and 
. meet with your group Have him or her describe what^ 
it's like to be dependent on alcohol. Find out how the 
alcohol affected the person's fife and # work. Or locate 
someone in your community who is willing to talk with 
you about what it's like to have an alcoholic in the family. 
(Alcohplics Anonymous, Al-Anon or Alateen groups can 
help you with this.) 

• Activity #3: Drunk As A Skunk 

Design a board game called "Drunk As A Skunk." In- 
vent the game using a big piece of*posterboard ancf 
dice. J^ome spots on Jhe board might be labeled "Bars." 
Landing on that spot could have certain results. You 
HjiQht Ijave the players draw a "Result^" card. Think up 
what the different consequences would be, using 
everything you know about how alcohol affects a per- 
i son's life, health, work and driving ability. 

Activity #4: Eyewitness 

Invite your local police or state trooper t9 tell you what 
he or she witnessed in the line of duty. Ask about how 
alcohol' affects driving ability. Ask to see the breath- 
alyzer now used in testing drunk drivers, N and get a 
demonstration of how it works ; 

Activity #5; Peer Pressure Game 

Get some root beer and pretend it's real beer. Also 
hgfve some gingerafe available. Now divide your group 
into two teams— the "drinkers" and the "non-drinkers." 
Have the "drinkers" try to persuade the "non-drinkers" 
to drink the "beer" instead of the gingerale. Have the 
"non-drinkers" think up >ways they can resist the 
pressure. Then switch places and try it again. 

Activity #6:^The Geranium Experiment 

Alcohol is a drug. It acts like a chemical. Over time, it 

• has a physical effect on the human body and other living 
things. Try this experiment: take a geranium leaf and put 

it in a iar Pour in some alcoholic beverage until the leaf 

f 



is completely covered, 
Week and see what I 
.Repeat with water. 




lid on the jar. Wait a 
color of th6 leaf, ' 
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Leader Sheet 



Synopsis 



Name Of The Game 

When the pressure of the soccer cx>mpetftiorTmounts T Tony becomes afraid ot being 
blamed for a POWERHOUSE loss. He withdraws from "the competition on the excuse that 
he has injured his ankle. He finds 2 South American soccer player known as "El Gato" as 
a substitute. But "El Gato" is really working for the competition, who will use any means 
to win. Lolo becomes suspicious and with Tony and Pepper s help uncovers the plot to 
.^throw the game. Tony learns that the most important part of competition is participation 
■ and r POWERHQUSEgoes on to^viptory. 

The following uncommercials appear in program #109: (25, 18, 4, 23, -8) ' 



Theme: Learning About Competition and Participation 

"Participate! Come on and get in the game." Those are the words to one song in this 
Powerhouse program. Participating is important. It's the way we learn new skins, keep yt • 
and have fun. 

Competition puts an extra edge on participation. At its best, it gets us even more in- 
volved in participating, bringing out our best effort. But sometimes competition backfires. 
So much emphasis is placed on winning that we get uptight and lose the sense of fun^^ 
Young people are sometimes reluctant to participate because of fear of failure. The 
pressure of competition can cause them to withdraw and to miss experiences that could 
be important for theft growth. 

Young people need to feel freer to explore the limits of their ^>wn potential. They need 
positive experiences that help them lose the fear of being vulnerable and dare to try new 
things. As a youth leader you have the opportunity to provide those positive experiences. 
You can help young people understand that anyone who participates is a winner. 

The Powerhouse program "Name of the Game" focuses on the fear of failure felt by 
one boy. it shows two teams of young people competing in two different ways: though 
both play to win, one team plays to avoid failure while the other plays for the enjoyment of 
participation. 

How the activities for Program 109 can help 

•Activities #1 and #2 are games that help young peo- 
ple experience the fun and challenge of participating 
without the pressure of competing to win. 

• Activity #3 raises young pqjpple's awareness of the 
various spoils in which they can participate, and at the 
same time left them play a game that anyone can 
win— no matter how uncoordinated. 

• Activity #4 add$4fre spark of competition^ but in a 
fun and laughter-filled relay. j 

•Activity #5 helps young peo- \ 
pie become aware of activities 
they can enjoy throughout their 
lives. (The answers: jog, bicycle, 
swimming, dance, fishing ) 
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Activity *1: A Knotty Problem 

Get youf group to stand in a circle, facing inward. Let 
everyone stretch out both hands and take the hand of 
two other people. fMaJfe sure you don't take the hand 
of someone standing fight next to you.) Now try to untie 
the "people knot" without breaking hands. 

Activity #2: Keep It in Orbit 

Get a large beach bail or .balloon. It will represent a 
planet that you're trying to keep in orbit. On the ground 
or floor sketch out a circle that will be the planet's orbit. 
Make it a large circle — larger than your whole group 
when everyone stands shoulder to shoulder in a circle. 
Now: have ail the people? lie down so their shoulders are 
touching the circle and start the planet around its orbit, 
stretching your arms up high and passing the ball along 
to the next person, using just your fingertips. Since the 
circle is so large, you II need to leap up as soon as 
you've passed the planet end run and lie down at the 
end of the line of bodies in order to be there in time to 
keep the planet in orbit. 

Activity #3: M-O-V-E! 

This is a variation on a game like Bingo. Get together 
as a group and see how many sports you can name, 
listing them on a big sheet of paper that everyone can 
see. (About 25 & okay.) Then have each person make 
up a playing card by writing the letters M-O-V-E across 
a sheet of paper, leaving lots of space between the let- 
ters. Under each letter randomly select and write the 
names of four sports so that in the end you'll have a 
square card with four sports across and four down— 1 6 
sports in all. Ask one person to call outsports at random 
from the big sheet. Cross them out on your playing card 
as you hear the call. When you get four in a line- 
across, down, or diagonally— shout "Njoyp!" The first 
person to shout "Move!" wins the^game. 



MOVE 



1 

2 

3 
4 



Activity H: Old Clothes Refay 

Bring in two sets of old clothes: two pair of big baggy 
pants, two big shirts, and two hats. Divide your group 
into two teams. In the front of the room piac6 two 
chairs. At a signal, one person from each team puts on 
the clothes, races to the chair, sits down, then races 
back to the starting point, takes off ^e clothes and 
hands them to the next person on theteam The next 
person then puts on the clothes and races to the chair 
and back. The first team to finish is the winner. 

Activity^S: Scramble 

All these words are the names of non-competitive life- 
long activities— things you can participate in your whole 
life to have fun; Can you unscramble them? Answers 
can be found on Leader's Sheet. 



ojg 
ylblcce 
wismgimn 



nadec 
nshifgi 
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One Of The Gang 

Kevin shows discomfort around Mfke v a boy with a disability and tries to keejjjjto from 
joining the gang in a hunt for a fortune in diamonds hidden long ago in POWERHOUSE. 
The one clue to the hidden treasure rests with Diamonds O Toole, an elderly boxer 
residing in an old age home, wrote unable to speak clearly because of a paralysis. Forc- 
ed to stay behind, Mike encounters an ex-convict who has forced O Toole to reveal the 
gems secret hiding place. In a brief scuffle, Mike proves himself very capable by manag- 
ing to prevent the thief from escaping until the POWERHOUSE gang arrives with the 
police. 

The following uncommerctete appear in program #1 10: (14, 6, 26, 37, 10) 



Theme; Judging AbiNtkA Rather Than Disabilities 



Disabled peddle have the same hopes, fears, aspirations, feelings and concerns that 
are common to everyone. Yet they are often misunderstood, avoided and rejected 
because a disability makes them appear to be different. 

Young people need to be encouraged to think of aH people in terms of abilities rather 
than disabilities, to see a person first ami a handicap second. As a youth leader, you can 
Nip people focus on their own relationships with people who have disabilities. 

The POWERHOUSE program "One Of The Gang" shows a non-disabled person 
treating a disabled person as "different." It illustrates how disabled people feel when they 
are underestimated, overprotected or ignored. 

How the activities for Program 110 can help 

•Activities #1 and #2 help young peppie identify with 
disabled people. 

•Activity #3 helps them team a new skill that wiH 
enable them to communicate. 

•Activity #4 fcets young people in personal contact 
with disabled people. 

•Activity #5 helps them focus 
on abilities rather than disabilities. 




ERLC 



28 



25 




110 

Activity Sheet 




Activity # 1: Barriers 

Borrow or rent a wheelchair. Take turns Viding in 
it. Go down a street and see the reaction of peo- 
ple to you. Do they look at you differently? Check 
out various public buildings. Are there ramps? Are 
the doors too awkward to open from a wheel- 
chair? Make a list of barriers. (If you can't get a 
wheelchair, wrap up one leg so it's stiff and hard 
to walk around on.) 

Activity #2: Blindfold Experience 

With a partner, take turns walking blindfolded 
and guiding each other. Experience your other 
senses. Have something like a piece of fruit 
available to taste and smell. Experiment with the 
texture of things. 

Activity #3: Sign Language 

Invite someone to your group who knows sign 
language. Learn some signs.See if you can com- 
municate in sign language. 



Activity #4: Common Ground 

If there is a disabled person in your community, 
get to know him or her as a person— finding out 
likes and dislikes, feelings, hopes and dreams. 

Activity *5; Storytelling 

Create a story in which the hero or heroine is a 
disabled person * accomplishing something impor- 
tant. Let one perpon in your group start the story, 
then let another person tell part of it, and another, 
until you all have part in makir^ up the story. 
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Synopsis 



Something Ventured 



Bobby, a youngster, who frequents POWERHOUSE, takes a risk and places himself and 
POWERHOUSE irvgreat Jeopardy by agreeing to hold a box of stolen jewelry for a gang of 
jewel thieves. The POWERHOUSE gang, hoping to catch the real criminals, acts without 
thinking and ends up by trapping Bobby, hurting themselves and embarrassing Brenda. 
Learning the importance of careful planning before taking risks, the gang devises a clever 
trap for the jewel thieves, which clears Bobby and restores the good name of 
POWERHOUSE. 

The following uncommerciais appear in program #111: (1 , 22, 4, 26, 7)< 
Theme: Taking On Challenges atid Avoiding Unnecessary Risks 

Taking risks and accepting challenges is important for young people. It can greatly 
enrich their lives and give them confidence and self esteem. 

But sometimes young people do not stop to think of the dangers involved. They need to 
learn how to carefuMy weigh a situation: to consider all the optibrtp, leanj as many facts as 
possible, decide if the risk is worth taking, and then plan their actions. 

As a youth leader, you can help increase your young people's awareness of the value 
of taking risks and accepting challenges that are carefully weighed and thought out. 

The Powerhouse program "Somethhrjg Ventured" shows a group of young people 
learning to minimize dangers as they take appropriate risks. 

How the activities for Program 111 can help 

•Activities #1 and #2 help young people experience 
the fun of taking calculated risks. 

•Activity #3 helps them team to plan in order to 
minimize danger. 

•Activity #4 helps them become more aware of 
hazards. 

•Activity #5 focuses on creating safe but fun ways to 
celebrate holidays that are sometimes dangerous for 
young people. 

•Activity #6 ietgtf youngsters identify potential ac- 
cidents due to neighborhood hazards. 
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Activity *1: Real Estate Game 

There's a real estate boom in Hometown, U.S.A. 
Some valuable pieces of property are coming on the 
market. A wise investor will try to buy them up quickly 
while the price is still low. 6ne piece of property even 
has an oil well on it! But look out: some of the profterties 
have problems that wiH cost you money— like termites, 
bad wiring and leaky roofs. Act fast— but take some 
time to check for hidden dangers or you may lose your 
shirt. 

Here are the 10 piece? of property that will go up for 
auction: 

1 . the High Hat Hotel 

2. 123 Suburban Row 

3. Polly's Pet Store 

•4. The Fairvfew Apartments 

5. Benjamin's Bakery 

6. 166 Uly Lane 

1 900 Willow Way 

8. The Ritz Restaurant 

9. Terry's Tavern 

10. 54 Bluebird Bouleyard 
A sheet of instructions to help you play this game 
follows. 

Activity #2: Risk Your Marbles 

Set up a mini-carnival for your group. Everyone will 
receive 10 marbles at the beginning of the carnival. 
.Think up some games of skill: like pitching pennies info 
• a jar, trying to shoot out birthday candles with a water 
pistol, throwing darts at a balloon, or tossing a rubber 
ring around a soda bottle. Each game will cost a certaih 
number of marbles to try— and will p«y off in more 
marbles if you can do it successfully. Decide what the 
payoff will be, based on the difficulty. Then go ahead- 
take a risk. It's fun to win marbles, but the best fun of all 
is in playing the game— whether you win or not. 

Activity #3: Powerhouse Comics 

Create your own comic book. Have the characters 
take risks, but show them planning in advance to 
minimize the dangers. 

Activity *4: Accident Of The Week 

Kids often get hurt when they do something like 
biking or climbing without taking time to check their 
equipment, check their skill, or look for hidden dangers. 
Make up a ridiculous situation in which somebody 
forgets to do one of those things. Become a TV 



reporter and createyour own "Accident Of The Week" 
funny news report. ^ 

Activity #5; Whoo% It Up Sqfety . 

Think about a holiday— like Halloween, April Fool's 
Day or the Fourth of July. Figure out some things you 
can do to have fun but be safe. 

Activity *6? Accidents About To Happen 

Look at the picture of the "Accidents About To Hap- 
pen." There ar^ about 40 danger spots. How many can 
you find? 
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Ill SPECIAL INSTRUCTION SHEET 

Activity #1: Real Estate Game 

What you need to play this game 
20 index cards 

1 0 envelopes (targe enough to hold two index cards) 
Construction paper, pens and scissors (to make play money) 

Getting ready to play , 

Write the names of each piece of property on a separate envelope. (See Activity page for 
names.) 

Make play money out of construction paper. (It helps to have different colored construc- 
tion paper for each of the three types of bills.) Every person should have $100,000 to 
start the game: 

fifteen $1,000 bills 

five , '$5,000 bills 

six $10,000 bills 

Here are 20 descriptions— and the positive or negative value they give to a piece of 
property. Write each of the descriptions on an index card. 



dangerous wiring 


->1 0,000 
+fe5,000 


fancy neighborhood 


+90,000 


beautifully landscaped 


burned down last year 


-80,000 


termites 


-25,000 


very desirable property 


+ 100,000 


located in swamp 


-10,000 


health inspectors condemned it 


-50,000 


oil well on property +100,000 


formerly owned by famous people 
rundown condition 


+ 75,000 


rat problem 


-10,000 


-10,000 


"° booming area 


+80,000 


> convenient location 


+ 20,000 


fire trap 


-40,000 


bad plumbing 


-5,000 


street in good repair 


+ 5,000 


roof leaks 


-10,000 


high property taxes 


-25,000 


great view 


+ 50,000 



Playing the Game 

READ THIS ALOUD TO ALL PLAYERS: 

"There's a real estate boom in Hometown, U.S.A. Some valuable pieces of property 
are coming on the market. A wise investor wiH try ftrbuy them up quickly while the 
price is still low. One piece of property even has an oH well on It! But look out; some of 
the properties have problems that will cost you money— like termites, bad wiring, and 
leaky roofs. Act fast— but take some time to check for hidden dangers or yoCr may lose 
your shirt." 

HOLD UP THE PACK OF 20 INDEX CARDS WITH THE DESCRIPTIONS WRITTEN ON 

THEM, AND CONTINUE READING: 

"Here are the descriptions of the properties—cards that will tell you what's good of 
bad about the properties^ There will be two description cards for each piece of proper- 
ty. We're going to shuffle the cards and put two cards in each Property Envelope. 

FIND A VOLUNTEER TO SHUFFLE THE CARDS AND— WITHOUT LOOKING AT WHAT'S 

ON THEM-SLIP TWO OF THE CARDS INTO EACH ENVELOPE. THEN CONTINUE 

READING: 

"We're going to have an auction and auction off these 10 pieces of property. Who 

wants to be the auctioneer?" ' % 
FIND A VOLUNTEER TO BE THE AUCTIONEER. THEN CONTINUE READING. 
• "This is the way the. auction will work. Each piece of property will go up for aaption, 

starting with the High Hat Hotel. You can use your 'money' to bid on the property. The 

bidding will start at $1 ,000. 

The auctioneer will. say: 'Bidding is about to start on the High Mat Hotel. All bidders 
please step into the Bidding Area."' 
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STOP HERE AND MARK OFF THE BIDDING AREA. THEN CONTINUE READING. 
"Wheq all the players who want to bfd on the High Hat Hotel are inside the trading 
area, then the auctioneer will start. The auctioneer will say, 'Do I hear $1 ,000. Do I 
hear $2,000?' If someone bids, then the auctioneer will say, 'I have $1 f 000. Do I hear 
$2,000?' And the bidding will go up and up until nobody wants to bid any higher. The 
highest bidder gets the property." 
STOP AND SEE IF THEY UNDERSTAND HOW TO BID. IF THEY HAVE ANY QUES- 
TIONS, EXPLAIN THE BIDDING PROCEDURE TO THEM AGAIN. THEN CONTINUE 
READING: 

•'You might feel you need some information about the property before you bid on it. If 
you deckle to investigate, you cannot enter the Bidding Area. Instead, you will go to 
the Investigation Area/' 
STOP AND MARK OFF THE INVESTIGATION AREA. THEN CONTINUE READING, 
'if you go to the Investigation "Area you will be allowed to open the envelope of the 
property that is being auctioned' off. Yoir can look at one— but only one— of the 
description cards for that property. If you want to, you can write down what you find 
out. But remember: once- you've chosen to go to the Investigation Area, you can't 
enter the Bidding Area and bid on that piece of property." 
STOP AND MAKE SURE THE PLAYERS ALL UNDERSTAND ABOUT THE INVESTIGA- 
TION AREA. THEN CONTINUE READING. * 

"If you are in the Bidding Area and you are the highest bidder, then you become the 
. owner of the property. Pay the auctioneer the amount that you bid. In return, you will 
, receive the envelope for that piece of property. You are free to look at both description - 
cards." t: * 

"It may be that no one will want to bid on the High Hat Hotel the first time around. In 

; that case, the auctioneer sets it aside and goes on to the second piece of proper^, 
1 2^ Suburban Row. The auctioneer will say, 'Bidding is about to start on 1 23 Subur- 
ban Row. AH bidders please step into the Bidding Area.' Once again, you can choose 
either to bid or to investigate." 

STOP AND MAKE SURE ALL PLAYERS UNDERSTAND. THEN CONTINUE READING: J 
"If you don't own any property by the time the auctioneer finishes offering all 1y 
properties for sale, then you will have to pay arr inflation cost of $1 0,000. (If you<fo 
own property, you're safe— you don't have to pay the $1 0,000.) This tiappens after 
every round— every time the auctioneer finishes putting all the properties up for sate/' 

STOP AND MAKE SURE ALL PLAYERS UNDERSTAND. THEN CONTINUE READING: 
"When ail 10 properties have been offered for sale, the auctioneer begins again with 
the High Hat Hotel. If no one bought ft the first time around, then bidding proceeds as 
usual. If you bought it th^ first time around and you'd like to sell it, you can have the 
auctioneer offer it for sale for you. But as bidding opens you have to put the envelope* 
with the description cards into the Investigation Area so that players who choose to irv 
vesttgate will be able tq see one of the cards. If you like, you can set a minimum bid on 
your property. For example, you can say, 'I won't take anything less than $20,000. in 
that case, the auctioneer will bejjin \fcith: 'Do I hear $20,000?' If no one bids on it, 
you're stuck with the property for a white Jonger. If someone does bid on the property 
and is the highest bidder, they pay you instead of the auctioneer, and you hand them 
the envelope wftl\the two description cards." 

STOP AND MAKE SURE ALL PLAYERS UNDERSTAND. THEN CONTINUE READING: 
"At any time during the game, the players can rrfake deals on the side— trading pieces 
of property or selling them for cash. The new owner will take charge of thgfcinvelope 
and get to look at both description cards." 

STOP AND GET THE PLAYERS TO AGREE ON A TIME LIMIT FOR PLAYING THE GAME. 

(AN HOUR SHOULD BE ABOUT RIGHT, THOUGH THE SPEED OF THPGA^E WILL 

VARY ACCORDING TO THE SIZE OF YOUR GROUP AND THE AGE QF THE PLAYERS. ) 

THEN CONTINUE READING: 

'When the game is over, you will add up the total v^lue of your cash and your property 
—subtracting any negative amounts. The one who holds the highest total value is the 
winner " 
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Synopsis 

Help Wanted . • ■ 

Jennifer brings Tammy, a'young mother with a baby, to POWERHOUSE. Brenda ex- 
plains some of the assistance available to her, but Tammy seems fearful that someone will 
take away her baby if she seeks help. Tammy's fear appears justified when a private 
detective arrives at POWERHOUSE and accuses her of kidnapping. The POWERHOUSE 
gang investigates and discovers an illegal plot by her in -tews to gairr custody of the baby. 
With the support of the POWERHOUSE gang, Tammy learns to ask for help and wins the 
legal battle over the child. 

The following uncommercial appear in program #112: (19, 31 , 34, 5, 9) 

Theme: Knowing How to Find JHdp \ 

Help is available to all of us. Sometimes it's just a phone call away. In every community 
there are resources we can call on. * 

Everybody needs help at one time or another. Yet young people often do not know 
where to go for help for their problems and concerns. Sometimes they are just too afraid 
to ask fof*help. * ( 

As a Vouth leader, you're in a good position to give young people encouragement— to 
help them become aware of the resources around them and not be afraid to use them. 

The Powerhouse program "Help Wanted" focuses on a young person who 1 doesn't 
khow where to get help and is afraid to ask. It shows young people using community 
resources. 

How the activities for Program 112 can help 

•Activities #1 and #3 help young people bedbme 
aware of some of the resources available to them. 

•Activity #2 gives young people ideas of tow they 
can ask for help. 

•Activity #4 helps young people to begin thinking of 
how they can become a resource for others. 

•Activity puts emergency resources 
reach. 

•Activity #6 makes young peo- 
ple aware of Some of their legal 
rights, and helps tljem become a 
resource for other young people. 





Activity Sheet 



Activity *1: Who Can I Turn To? 

Vhink of problems that might crop, up in-your life, 
at home or at school. Brainstorm ideas of who you 
might turn to for help with these problems. 

Activity #2: 101 Ways to Ask for Help 

Asking for help is a sign of strength. But how do 
you do it? Role play different ways you can ask for 
help. How many can you come up with? 

Activity #3: Help! Help! 

Divide your group into teams, and make sure 
each team has a telephone book. At a signal, see 
who can find the most resources listed— places 
you can go for help. 

Activity * 4: Be a Resource 

Think of all the things you can do that would be 
of help to someone. It might be something as sim- 
ple as helping an elderly person by changing 
burned -out lightbulbs or helping prepare a "vial of 
life" (a list of n^ceslary medications and allergies 
which is put in a special container in the 
refrigerator where it can be found quickly by 
firefighters or an ambulance crew). 

Activity #5: Stickup 

Make a card you can stick up next to your 
telephone. List the numbers you might need fast 
in an emergency— like the fire department, the 
doctor and the ambulance service. 

Activity #6: Bill of Rights for Kids 

You may need help if your rights, those 
guaranteed by law, are infringed upon. Whal are 
some of these rights? 

•right to see school records, test scores and 
teacher evaluations 

•right to express your opinions without threat of 
punishment * 

•protection from unreasonable searches of 
private property 

•protectbn from disciplining action without fair 
hearing 

•right to due process if you get in trouble with 
the law 

What are some other rights you feel you should 
have? What responsibilities go with them? Make a 



poster or display or do an illustrated talk to let 
other kids know about their rights. Discuss what 
help is available to deal with these. If you have a 
problem understanding some of the words above, 
ask your leader for help. 
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Synopsis 

< 

What Have You Got to Lose? 

Kevin takes a job at Baxter's Deli and snacks his way into a 20-pound weight gain. 
Instead of using the^kensible weight toss plan suggested at Powerhouse, Kevin is lured 
with his boss Mr/feaxter into a fad diet program at a salon opened by a "diet doctor. ' 1 
Kevin's powerhouse friends suspect the salon is a fraud. When they investigate, they 
s discover that the "doctor" is realty a bank robber—using Kevin and Mr. Baxter's salon 
time to tunnel from the deli into the bank next door. 

The following uncommercials appear in program #1 13: (25, 21, 5, 2, 26, 11) 

Theme: Learning About Weight Control 

Human beings come in a variety of shapes and sizes. It's not possible for all of us to 
look alike, but It ts Important to be realistic about our bodies and sensible about our weight 
and how we control it. 

(Every day magazine articles and advertisements come out with new fads in dieting. 
Young people often are attracted to these quick weight loss schemes even though they 
may be harmful to their bodies. You can help encourage youngsters to set more realistic 
goals— and white they're waiting to achieve their goals, help them learn to live with the 
bodies they have#nd appreciate their good features. 

The POWERHOUSE program "What Have You Got To Lose?" shows a young person 
caught up in a fad diet program. It emphasizes the correct way to lose weight (eat less, 
eat a variety, exercise more)/ *■ 

How the activities for Program 113 can help 

•Activity #1 matches calories to foods and activities. * 

•Activity #2 shows how carrying around 10 extra 
pounds can make a difference. * 

•Activity #3 helps young people examine their own 
eating habits. 

•Activity #4 helps fhem look at fad weight loss plans 
in comparison with .a balanced diet and exercise pro- 
gram. 

•Activity #5 encourages, them to chew their food 
more slowly. 

•Activity #6 helps young people 
understand the concept of bal- 
ancing intake with output. 
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Activity #1: Personal Crest 

Qn a 3 x 5 card size piece of posterboard, 
create a personal food crest. First make the shape 
of a shield, then draw lines through it to divide it in- 
to six sections. Ir three sections write or draw a 
symbol for your favorite foods. In three sections 
write or draw symbols for your favorite physical 
activity. Find out how many calories are in your 
favorite foods and how quickly you use up calories 
in your favorite activities. Write these on the back 
of the card. Trade them with your friends. 

Activity #2: (f J Weighed 10 Pounds 
More (Gasp) 

See how you would feel with 1 0 extra pounds of 
weight. First walk around the block or up and 
dowQ-a flight of stairs. Then try it again carrying 
1 0 pbunds of potatoes, sugar or flour. How did it 
make you feel? 



Activity *3r Keep Track 

Keep a log for three days on what, wheh, where 
and why you eat and how it makes you feel. This 
win help you get in touch with your eating habits. 
You might even try eating one meal in front of a 
mirror to-see how you eat. % 



Activity # 4: Quick or Quack 

Collect ads for weight toss gimmicks. What are* ' 
some of the appeals they use? Brainstorm some ' 
crazy names for fad weight loss programs. Then 
make a collage showing the right way and the 
wrong way to lose weight. (Clip out pictures of 
nutritious foods and people exercising to help' 
illustrate the right way.) *' 

Activity #5:<Golng Crackers 

One way to eat less is to chew slowly. Who can 
chew the slowest? Try a contest. At a signal, have 
all members of your group pop a cracker into their 
mouths. The one who chews It the longest is the 
winner. 

Activity #6: Calories In — Calor)es Out 

On a separate sheet you will find a list of snacks 
and activities with their associated calories. 
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113 Activity # 6; Calories In-Calories Out 

To maintain your weight you rqust have a balance between the calories that go into your 
— s body through food and the calories that go out of your body through physical exercise. 

Here are some snacks. Look for, your favorites and see how long you would have to lie 
. down, walk, jog, or run to bum the calories off. 

Remember, to be healthy you need to eat a variety of foods from aU food groups. 

r < ' 



* SNACKS TYPE OF EXERCISE* 





Sedentary 


Light 


Moderate 


5 

Vigorous 


Strenuous 




90 


140 


180 


300 


350 




calories 


calories 


calories 


calories 


calories 




per hour 


per hour 


per tour 


per hpifr 


per hour 




sitting 


cooking 


playing 


washing 


running 




reading 


washing 


ping pong 


car 


swimming 




watching TV 


(fishes 


walking 


walk last 


tennis 






walking 


moderately 


bicycling 


skating 






slowly 


fast* 


bowling 




1 raw carrot 


13 min. 


9 min. 


7 min. 


4 min. 


3 min. 


1 cup popcorn 


27 mln. 


17 min. 


13 mln. 


8 min. 


7 min. 


1 orange 


43rtnln. 


28 min. 


22 min. 


13 min. 


11 min. 


1 apple 


1 hr. 13 mln. 


47 min. 


37 min. 


22 min. 


19 min. 


Soft drink or 












1 oz. 












chocolate 


1 hr. 36 mln. 


62 min. 


48 min. 


29 min. 


25 min. 


1 glazed donut 


1 hr. 40 mJn. 


65 min. 


50 min. 


^30 min. 


26 min. 


1 piece pizza 


2hr. 


1 hr. 17 min. 


1 hr. * 


36 min. 


31 min. 


1 scoop 












ice cream 


2 hr. 9 min. 


1 fir. 25 min. 


1 hr. 4 min. 


39 min. 


33 min. 


1 piece devils 












food cake/ 












choc. Icing 


2 hr. 37 min. 


1 hr. 40 min. 


1 hr. 18 min. 


47 min. 


40 min. 


Danish pastry 


3 hr. 3 min. 


1 hr. 58 min. 


1 hr. 32 mln. 


55 mfn. 


47 min. 


25 pot. chips 


3 hr. 20 min. 


2 hr. 9 mfjj, 


1 hr. 40 min. 


1 hr. 


51 min. 


1 piece pie 


3 hr. 54 min. 


2 hr. 30 mm. 


1 hr. 57 mtfi 


1 hr. 10 min. 


1 hr. 


% cup peanuts 


5 hr. 


3 hr. 13 min. 


2 hr. 34 min. 


1 hr 30 min. 


1 hr. 1 7 mfn. 



t 



Now make your own chart for your favorite fodds. _ 
First: Find out the number of calories In the food. 

Then: Divide that number by the calories used per hour of an exercise on the chart. 
Finally: Multiply the answer by 60— and you'll end up with the number of minutes of ac- 
tivity it takes to bum up that food. v 

'Note: These are the calories you bum if you're a young person weighing about 70 pounds. 
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Synopsis 



Big Devil 

Angle, & friend of Jennifer's, is ^ training hard to prove that a girl can be a successful 
jockey. The owner of a horse named Big Devil offers her a chance to ride in an important 
race, but someone mysteriously sets up accidents to make Angie look ted. The 
POWERHOUSE gang investigates find discovers a plot to keep Angle from riding and 
insure that Big Devil (pses. After exposing the villains, Angie gets her chance to ride 
and win. 

The following uncommercial appear in program #1 14: (6, 3, 24, 36, 1 1 ) 



Theme: Seeing Beyond Sexual Stereotyping 

Young people have the right and responsibility to develop their talents and skills to the 
fullest. But both boys and girts have been limited as they explore and develop their talents 
and skills— limited by old images of what boys and girls can and should do. 

Much has been done to eliminate sexual stereotypes from the media so that both boys 
and girts will feel free to develop their intelligence, use their skills and be in touch with 
their feelings. But the old images still affect aB of us, limiting our horizons. 

As a youth leader, you can help young people become aware of these old images— to 
examine them and see if the images are standing in the way of their own development as 
human beings. 

The POWERHOUSE program "Big Devil" shows a young woman developing her ability 
in a non- traditional skill. It straws the hostility she meets for gang against an old image. 

How the activities for Program 114 can help 

•Activity #1 helps young people examine how sexual 
stereotyping has affected their lives. % 

•Activity #& is a riddle that can help young people 
test themselves for indications of sexual stereotyping. 
Do not tell them the answer untflafter they have written 
it down. (The answer: 1% FatnW.) Discuss why they 
gave the answer they ggye. Follow up with Activity #5. 

•Activity #3 raises young people's awareness of 
career opttona^open to them and gives them personal 
contact with people who have dared to break sexual 
stereotypes. 

•Activity #4 helps young people focus on the 
similarities between girls and boys— what we all share. 

•Activity #5 gets young 
people thinking about sexual /^^%) f 
stereotyping in careers. ^ 




fr 




Activity *1: Autobiograpy-Wlth A Switch 
Suppose you were bom the opposite sex. What 
would your life have been like? Wttatlhirtgs would 
be jdjfferent? What would be the same? Make up 
an autobiography— the story of your Hfe if you had 
t^sen bom the opposite sex. 

Activity #2: A Rljdte 

Read the riddle and then try and guess the 
answer. Your group leader knows the answer. 
Here's the riddle: 

A boy and his mother were driving along one 
-evening. It was dark, and very rainy. The car was 
traveling at a high rate of speed. Suddenly, the 
car skidded on the wet pavement and crashed In- 
to a tree. The mother was killed instantly. 
' The boy was rushed to the hospital In an am- 
bulance. He was in very serious condition. In the 
emergency' room,* Nurse Jones was called in to 
treat him. The nurse took one look and said, "I 
. can t treat this boy. He's my son." . 
Who fe the nurse? 

Attivlty #3: TV Talk Show 

Do a simulated TV talk show. Build your own 
"TV cameras" or find someone who has some real 
video equipmenfUnd will show you how to use it. 
As a guest for your show, bring in a woman who 



holds a nontradittonaT job— one that in the past 
was done mostly by men: like a doctor, coal 
miner, architect, lawyer, truck driver or executive. 
Let your "studio audience" be prepared with 
questions you'd like to ask her* 

Activity #4: Similarities Game 

What are some feelings we have in common as 
human beings— some things we enjoy and don't 
enjoy? What are the similarities between girts and 
boys? See how many similarities you can list. 

Activity # 5: Careers 

Develop your own career catalogue. List as 
many careers as you can. Think about each 
career: has there been a sexual stereotype about 
it in the past? What qualifications do you realty 
need for that career? 
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Synopsis 

Fit To Be Tied 

Tony realizes that he's not In good physical condition when he is outrun by/a middle 
aged man and loses a valuable clue to the whereabouts of an abducted young freedom 
fighter. Humiliated, Tony abandons the search. Following a thin lead of Loto s, the remain- 
ing members of the POVVERHOUSE gang locate the kidnapped boy only to be captured 
with him. Fortunately, Tony rejoins the search in time to devise a clever rescue. , 
The following uncommercials appear in program #1 15: (30, 23, 28, 27, 8) » 



Theme: Becoming Physically Fit 

Becoming physically fit is one positive thing we can do for ourselves. It can help us feel 
better, look better, have fun, decrease stress and improve mental fitness. 

Young people are at a critical time for developing lifelong habits of exercise and 
physical fitness. You can encourage them to take part in activities that promote en- 
durance, strength, flexibility and coordination. And you can help them become aware of 
the value of regular exercise in improving their general health and sense of wetf being. 

How the activities for Program 115 can help 

•Activity #1 helps young people find out their fitness 
levels and set goals they can work toward. 

•Activity #2 gives them three exercises that wifl help 
them warm up. 

•Activity #3 encourages young people to try a new 
sport or activity. 

•Activity* #4 is a puzzle that raises awareness of 
various activities that keep them moving. (The hidden 
words are: raking, mowing, scrubbing, washing, wax- 
ing, painting, shoveling, hammering!) 
•Activity #5 focuses on setting 
up a safe exercise route. 
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Activity *J; Jf's Your Mow 

FJnd someone who can come in and give a 
fitness test to each member of your group. Have 
them help you set realistic go^ts for yourself. 
Think of smafl steps you can take every (toy to 
reach your fitness level. 

Activity #2: Warm Up 

Here are three exercises you can do to help 
warm up your body before games or hard work. 

• Get in the Swijn 

Stand with your feet apart. Bend forward 
from your hips and start swimming. Reach one 
arm forward, then the other, stretching as far 
as you can. Swim eight strokes to the front. 
- Then turn to the left (still keeping your feet in 
the same place) and swim eight strokes that 
way. Then swim to the right, then back to the 
front again. 

• Leg Lean ^ 

Stand with your legs wide apart, your feet 
pointing slightly outward. Bend your left knee 
and lean in that direction. (Look down: your 
knee should be covering your toes.) Stand up 
straight again, then lean to the right. Go back 
and forth till you have leaned four times in each 
direction. 

• Twister 

Stand with your tegs apart. Raise your arms 
out to the sides till they are at shoulder level, 
then bend your elbows. Twist your upper body 
and head as far to the left as you can. Then 
twist all the way to the right. Do this 1 6 times. 
(Be sure not to let your elbows drop below 
shoulder level.) 

Activity #3: Go Ahead— Try It 

Try a new sport or activity that will help you feel 
physically fit. Maybe there's a sport you've been 
wanting to try but felt shy about. Go as a group 
and support each other. 

Activity #4: Trailbiazer 

Be a trailbiazer. Search out a route in your com- 
munity that you and others can use safely for 
walking, jogging or running. You may need to 
clear it or mark it. Find some way of letting people 
know that it's there. 



Activity #5; Hidden Movement 

Hidden in the following puzzle are names of 
eight activities that keep you moving. Can you find 
all eight of them? Some of them are backwards, 
some are upside down, and some are^ diagonal. 
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• - Synopsis 

The Short Life of Lolo Knopke 

Short Loto is unhappy because he Is not growing as fast as the others around him. His 
POWERHOUSE friends rally around to cheer him up. Brenda tries to help him understand 
that everyone grows at different rates, it appears that Loto may never get a chance to 
understand, because a bomb, planted by an enemy of POWERHOUSE, suddenly ex- 
plodes next to him in the basement. The following day as everyone gathers at the funeral 
to pay their last respects, Loto, with the help of the POWERttolfSE gang sets an in- 
genious trap to catch the bomber curd proves to himself that size is not the measure of a 
person. 

The foBowing uncommercial appear in program #116: (22, 14, 31, 35, 23, 11) 



m Theme: Learning About Individual Growth Rates . 

. Young people go through spurts of growth and development. Sometimes their bodies 
grow so fast that they feel awkward toying to adapt to arms, legs and feet that are sud- 
denly longer. Sometimes they grow so slowly that they see their peers outdistancing 
them ami they beg?! to doubt whether they will ever develop. ,/f 
^ As a youth leader you pan-help young people understand that they wW grow at* their 
own individual rates. You can help them team to like themselves as they are— to build on 
their present strengths and not worry unnecessarily about thing* they cannot control. 

The Powerhouse program 'The Short Life of Loto Knopke" focuses on a young person 
who feels ted about himself because he is small By understanding the positive things 
about him he is able to. put his physical size in perspective. 

How the activities for Program 116 can help 

•Activities #1 and #4 help young people claim 
positive things about themselves. 

•Activity #2 gives them positive feedback from 
others. 

•Activity #3 helps them focus on things they enjoy 
doing. 

•Activity #5 heips young peo- 
ple get in touch with the dif- 
ferences in growing patterns in 
their family and community. . 
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Activity *J: The Special You 

List some things you like about yourself. Think 
of things you do well. Make a collage that you^can 
hang In your room to remind yourself of your own 
special qualities. 

Activity #2: Positive Bombardment 

It feels great to hear somebody say something 
good about you. Try it. Divide your group irtto 
pajta. Have each person In the pair tell the other 
jperson some of the good things about him or her. 
Do this several times in different pairs. 

Activity #3; Things I Love To Do 

List 1 0 things you really love to do, with- your 
most fav6rite things at the top of the list. Now, go 
through your list and ask these questions about 
each item: 

•Do I do it alone or with someone? 

•Does it cost anything or Is it free? 

•Is it something my family likes to do. too? 

•When did I do it last? 

•Why do I love it? 



Activity #4: Jm Glad Tm Me 

Play a game of charades in which you act out 
something special about yourself (you're a funny 
person, you like chocolate, you're a good athlete, 
you keep secrete, etc.). The others try to guess 
the answer yi your charade. Make sure everyone 
gets a tunpr / 

Activity # 5; Power In Your House 

Talk to the people in your family about their 
growth patterns. When did they reach their fuU 
height? When did their feet stop growing? Com- 
pare their gfiowth patterns to your own. Discuss 
growth patterns with your friends. 
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A GUIDE TO THE "UNCOMMERCIALS" 

Following are brief descriptions of the "uncommerciate" that may bfe seen In the various 
episodes of POWERHOUSE. Numbers identifying the episodes in which each spot ap- 
pears can be found in parenthesis. 

<- 

ACCIDENT OF THE WEEK 

Employing a parody of Wide World of Sports, these three 60 second, live-action spots 
emphasize the three most important factors for accident prevention. 

1 . Check For Hidden Dangers: A surfer neglects to check the beach for any signs 
concerning hijlden dangers. As a^ result, when he runs out to the water he dis- 
appears due to a sudden drop-off. (103, 111) 

2. Check your Equipment: A biker doesn't check to see if her bicycle is in good 
condition before going out on a race. As a result, the bicycle comes apart and the 
biker ends up in a tree. (t05, 109, 113) , 

3. Check your Skills: A mountain climber has checked his equipment and checked 
for hidden dangers. But he ends up helplessly dangling from the cliff because he 
never learned how to cWmb. (108, 114) 

CELEBRITY ORGAN 

An amusing animated take-off on a mystery -guest game show that explains how our 
bodies work and what they need to be healthy. 

4. The Lungs: Henry Winkler's voiqe and an animated pair of lungs tfcat look like 
"The Fonz" tell us how to care for our own lungs. (1 08, 1 09, JJ 1 ) 

5. 7778 Heart: The heart Is a muscle, and what better character is there to explain 
how the heart works than the strong green heart of the Incredible Hulk? (101 , 106, 
112, 113) 

6. The Teeth: Dracula's teeth smite brightly as they explain how to insure that your 
teeth will be strong, clean and attractive. (104, 107, 110, 114) 

\ 

DONT JUST SIT THERE, DO SOMETHING 

Active participation, an important health ingredient, is a major theme of ther 
POWERHOUSE shows. The following spots enable the viewer to participate during the 
television program. 

7. Body Sounder: A young <man explains that the body is a take-along instrument 
and shows viewers how to play it. (1 03, 1 06, 111) 

8. Warm Up/Warm Down: A young gymnast goes over a variety of exercises that 
show viewers tow to do warm up and warm down exercises before doing any 
strenuous activity v (1 04, 1 09, 11 5) * 

9. Dance: When you think of dancing as merely movement in time, then you know 
anybody can do ft. A young mime shows viewers that it's a great way to exercise. 
(102,108,112) 

1 0. Exercise lo Relax: Feeling uptight? Tense? Here's a set of exercises you can 
use to relax anytime and anywhere. (101, 107, 110) " 

1 1 . Weight 'Control: A mime demonstrates how jogging or running in piece bums up 
calories, which in turn helps you lose weight. (1 05, 113, 114, 116) 

FRONTIERS OF SCIENCE t 

Two ways in which science is helping y oil become a POWERHOUSE: 

1 2. Biofeedback: A doctor helps a young boy control his body by using a machine 
that monitors and feeds back a visual ahd audio display of emotional tension. (1 05) 

1 3. Hypnosis: A dentist helps a young girt relax and control pain by using medical 
hypnosis, (108) 

INTERVIEWS 

Ask questions and youll get answers. These spots employ a "person on the street" inter- 
view format to suggest a variety of mental and physical health ideas. 

1 4. How Do I Get Girls To Like Me?: Teenagers respond by telling viewers to act 
natural, and mostly to be themselves. (1 10 f 1 1 6) 
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1 5. What's A Real Friend?: Respondents reply with comments like "Someone who 
helps you out when you're in trouble." (101, 1 02, 1 08) 

1 6. How Do I Fight The Common Cold?: Tips on hygiene are supplied. (1 05) 

17. Why Practice?: Basic answers like "So you won't get rusty," and "It makes you 
better." (104) 

1 8. What 's So Good About Losing?: Kids and adults answer this one with insights 
like "It helps you learn what you're doing wrong." (109) 

1 9. Where Do I Go For Help?; A variety of sources are suggested including brothers 
and sisters, teachers and policemen. (1 03, 1 1 2) 

20. What's So Great About Boys?: Boys answer from their point of view and con- 
clude that if s great to like yourself. "(1 06) 

21 . What's So Great About Girts?: Girts answer from their point of view and con- 
clude that it's great to like yourself. (1 06, 1 1 3) 

JINGLES 

A series of messages put to catchy lyrics and memorable musical tunes. 

22. "Growing Up": A young girl playing volleyball on the beach feels awkward about 
her physical development. She seeks advice from an older girj. (111, 116) 

23. "Participation": Viewers learn that participation is the most important part of 
playing a game, as a young girl deckles whether or not to join an aerobic exercise 
class. (109, 115, 116) 

24 "Lifelong Activities": An old man takes some youngsters on an imaginary 
journey that teaches them some leisure activities that ydu can do your whole life 
long. (106, i 12, 114) 

doOD ADVICE 

m collection of tips, facts and common sense messages for young viewers. 

s 25. Fads Are Bad; A young girl experiments with a variety of unsuccessful fad diets 

and learns that the only healttjy way to lose weight is to "eat a variety, eat light, and 

exercise." (102, 109, 113) 

26. Ask, Answer, Act: A ventriloquist and puppet explain how to interact with your 
doctor, (107,410, T11, 113) 

27. Stunt Driver: A professional stunt driver teaches a newcomer. how to take risks 
with a regard for safety. (1 04, 1 07, 1 1 5) 

28. Eat A Variety: A Four-Star General introduces the bask: four food groups in a 
"Patton" parody. 1 103, 1 1 5) 

29. Facts About Alcohol: A take off on the Shell Answer Man advising viewers to 
get facts about alcohol, since it affects perception, decision making and motor 

. skids. (104, 108) - V 

30. Fit and Function: A demonstration of the importance of buying athletic shoes for 
the way they fit rather than the way they look. (102, 107, 115)' 

31 . First Aid: A 1 930's detective parody advises young viewers to call for help 
when they come upon an accident. (1 02, 1 1 2, 1 1 6) v 

32. Laughter: In the midst of an examination, a classroom teacher relieves the ten- 
sion of his students with laughter provoking antics. (1 03, 1 05) 

ACHIEVEMENT AWARDS 

Personal POWERHOUSE salutes to individuals and groups who have made contributions 
in the field of health. 

33. Kids Radio Show: To four" kids who write, produce and direct their own health 
radio show in Washington^ D.C. (103) 

34. Environmental Health: To members of the Boys Club in Huntsville, Alabama for 
an environmental clean-up campaign. (112) s ^ 

35. Substance Abuse: To the Boys & Girts Club of Camarilto, California for an anti- 
smoking campaign. (1 16) 

36. Health Careers: To Red Cross volunteer youth worker, Tracy Lattimore, of 
Atlanta, Georgia, a young man who has given significant time as a nurses aid. (114) 

37. Malnstreaming: To the Loudoun County, Virginia 4-H Club tor helping disabled 
youngsters learn how to ride hotees. (1 06, 1 1 0) ^ 
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What Is 




Is it: 

(a) A place? 

(b) A group of people? 

(c) A television series? 

(d) A state of mind? 
(d) All of the above? 



ft 



• POWERHOUSE is definitely all of 
the above -and then some: a high- 
powered, fast-paced series of 16 
half-hour television dramas that use 
action, adventure, mystery, fantasy, 
and humor to tell contemporary 
stories created specifically for your 
students. 

• POWERHOUSE explores such Issues 
as mental and emotional health, t 
nutrition and physical fitness, per- 
sonal and group ethics, social and 
environmental problems-and it 
deals with all of them in an exciting 
and entertaining way. 

• 'POWERHOUSE was created by 
Educational Film Center, Annandale, 

--n Virginia, under a contract from the 
United States Department of Educa- 
tion, to educate and motivate young 
people to make a lifelong commit- 
ment to good mental and physical 
health. 



•I 
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What's It 
. About? 7 



Each POWERHOUSE show tells a 
fast-paced story of action and 
adventure that presents specific 
themes and learning objectives. 
Every one of the, 16 programs in the 
series is dealt with individually and 
in detail in this Teacher's Manual. 



The major POWERHOUSE themes - 
this season are: 

U® 1 U@2 The role of friendship in our lives 
*fl@3 Coping with stress 
H©4 Practice pays off 

H©5 Preventing illness and the spread of disease 

D®6 Respecting individual differences 

t fl®7 Making responsible decisions • 

H@8 Getting the facts about alcohol 

H®9 Learning to compete and participate 

H10 Judging abilities rather than disabilities 

U11 Learning to take necessary risks 

1] 1 2 Knowing how to find help when we need it 

H 1 3 Taking an intelligent attitude toward weight control 

U 14 Seeing beyond sexual stereotyping 

U 15 Physical fitness 

*fl 16 Learning to like ourselves as we are 
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What Should Students 
Know About the Series? 



1) POWERHOUSE is a dramatic 
series that tells stories centered 
around an appealing, contemporary 
group of continuing characters. 

2) The POWERHOUSE stories are a 
mixture of the real and the unreal. In 
them,, we see chafecters, emotions, 
and behavior that are realistic -but 
the situations in which they a*re pre- 
sented are not real. Even though 
POWERHOUSE often seems to be 
"slice-of-life" drama, it actually shows 
only one specialized segment of the 
life experience. The characters in the' 
series do not appear to ha^ fami- 
lies, responsibilities, schools, or cur- 
fews. .Fantasy? It is... and young 
people will have the opportunity to 
separate fact from fantasy as the 
series progresses. , 



0 



• The term POWERHOUSE is ased 
in the program in several different 
ways: 

• POWERHOUSE is a youth center 
in Washington, D.C, where the 
characters meet and become 
friends. It is also a base fortheif 
activities. 

• POWERHOUSE is also a state of 
mind-an "I-can" state of mind, * 
ready (6 meet challenges, take 
action, and have adventures. 

• The human body is a POWER- 
HOUSE. "Learn about your body," 
viewers are urged, "and take 
charge of it." ' 

4) The POWERHOUSE television 
series is intended to promote student 
activity. An underlying theme runs 
through each show "Don't just sit 
there, do something." 

Things students can do, suggestions 
for a variety of projects and activities 
to be done in school, in the commu- 
nity, and at home, will be found 
throughout this Teacher's Manual 
and in the Student Handouts. 
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Who's In It? 



Each episode of POWERHOUSE fea- 
tures a core of regular performers- 
likable, contemporary characters 
with whom students will be able to 
identifyTThey are: 




Brenda Gaines (Sandra Bowie) 
inherits an old gym 
from her grandfather 
and works hard to 
transform it into the 
POWOTlDUSE 
WUf youth center. A 
' Wf'J7 woman of vision and 
integrity, she knows that health is 
more than physical fitness- it is an 
attitude that keeps you well. Brenda 
voices the philosophy of the series: 
"You have a powerhouse deep down 
inside. ..and that, powerhouse is 
you!" 

Kevin (Michael Mack), 17, is a vet- 
eran of the tough 
neighborhood in 
which the POWER- 
HOUSE stands. He is 
mature strong, self- 
reliant. He is also 
gentle and protective 
of the younger children. 

Tony (Michael Wikes) has a record 
of trouble with the , 
law; now one of the 
POWERHOUSE 
gang, he is still 
unsure of himself 
and his values. 
Streetwise and intel- 
ligent, he makes occasional mistakes 
in judgment. Many viewers will be 
able to identify with his anxieties and 
uncertainties. 






Jennifer (Domenica Galati), 17, is 
: Wflfffy r independent, adven- 
turous and a social 
reformer at heart. 
She shares Brenda's 
strong commitment 
-m tothePOWER- 
£ HOUSE philosophy. 

Mechanically inclined, she is the 
owner of the POWERHOUSE van, 
with which she constantly tinkers. 

Lolo (Jason Kravits) looks younger 
than his 13 years. A 
thinker, a reader and 
a strategist, he acts 
as the Sherlock 
Holmes of the group 
and gains peer 
group acceptance 
through his quick wit and 
intelligence. 

Pepper (Jessica Prentice) is a lively 
k*^&' •■ 12-year-old who is 
deeply interested in 
everybody else's 
business. She often 
acts before thinking, 
and her impulsive, 
adventurous spirit 
frequently pushes her to the brink of 
trouble. 





) 
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Are There 
Commercials? 



ib Conclude. . . 



YesL.and no! POWERHOUSE fea- 
tures uneommercials -spots that 
"sell" not products but ideas, such as 
warming up before exercising, learn- 
ing how to relax through laughter, 
buying shoes that fit properly, and 
many others. Uneommercials are 
short (30, 60, and 90 seconds long), 
and provide amusing, informative 
messages that promote responsible 
health concepts and practices in 
every program. 

For example, a series of humorous 
animated sequences called "Celeb- 
rity Organ" tells us how to care for 
our bodies. In one of them, Henry 
The Fonz" Winkler provides a highly 
identifiable voice for the lungs. 



You will find a guide to the uneom- 
mercials in each POWERHOUSE 
segment at the bottom of the page 
dealing with that show, and more 
detailed information on all the spots 
begins on page 21 of this manual. 
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On the following pages you'll find 
materials dealing with each of the 16 
segments of POWERHOUSE that will 
air this year. Whether you use one 
stiow or all 16, we're sure yoidl find 
that tfie series will serve as aifener- 
gizirw springboard to classroom dis- 
cussions arid activities on all kinds of 
curriculum-related topics. . 

Most of all, we hope that 
POWERHOUSE will encourage your 
students to explore their own physi- 
cal and mental |>otentia! and lead 
them in the direction of questions all 
of us must ask. "Who am I?" "How 
am I like, or different from, other 
|>eople' r "How can I best manage 
my own life?" 




Synopsis: 



Breinia Gaines has inherited the run- 
down old POWERHOUSE gyrn from 
her grandfather and is determined to 
turn it into a community youth center, 
but she faces tremendous opposition. 
The i?ym fias been taken over by a 
gang of young thugs: a hostile city offi- 
cial threatens to turn down Brenda's 
application for a license; and an open- 
ing night party turns into a disaster. But 
Rrenda luis befriended a group of the 
neighborhood's young people, and 
those young people show her what 
friendship is all about as they help her 
realize her dream of creating a 
P< )WERF i( )l LSE Youth Center 



G oals: 



To provide young people with an 
opportunity to discuss ami evaluate the 
concept of friendship: what it is, how it 
develops, how it changes, what it 
means, why it's important. * 



B ackground: 

At all ages, human beings need to 
relate to other human beings, and at 
no time is that more important than 
during the years of childhood, teers 
are tremendously important in the 
growth and development'of a young 
person. Friends provide companion- 
ship, emotional warmth, a chance to 
share common interests, a sense of 
belonging, and the opportunity to dis- 
cover more aboht the world and one- 
self. Kvery individual relates to others 
in fiis or her own unique way Some 
j>eople are gregarious, others are more 
private What's important is that every 
child learns how to participate in a 
peer groilp and to relate directly, 
openly and honestly with others as 
friends who may fx 1 similar to-or dif 
ferent from -himself 



* Theme: The Role 

of Friendship in Our lives 



With a Little 
Help from My Friends 

Pre-viewing questions and activities: 



ITell your students that they are 
• going to be seeing a show in 
which young people who are 
strangers become friends. Ask them 
to note how the characters first 



meet, at what point they pass from 
being acquaintances to being friends, 
and what forces bring them together 

2 What are other words for 
• friends and friendships? 



Post-viewing questions and activities: 



IRole models are important fac 
• tors in this story* What is a role 
model? Were there good and bad 
role models in the program? (Rrenda 
Wcls gowl. the city official and the head of 
the numbers gang were had.) 

2 Who are the role models in your 
• own life? Why? 

3 What were some of the factors 
• that led to these strangers 
becoming friends? (Common interests, 
mutual needs.) 

4 The character of Tony changed 
• during the story. Was the change 
realistic? Can people change? What 
happens when you label someone as 

all bad or all good? 

e* 

5 Why are friends important to 
• you? 

6 Activity: Interview a parent, 
• a grandparent or aft older 
brother or sister, and report their 
responses to the class. Ask them: 
How important have friends been to 
you during your life? Have your 



friends changed over the years? 
Why? How would you define the word 
"friend"? 

7 Write a story about friendship, 
i using either original characters 
or the characters in POWERHOUSE. 

8 How do we as a country deter- 
• mine who our friends are? In 
recent years, which countries have 
been our closest friends? Which 
friendly countries border us on the 
north and south? What are some of 
the ways in which countries demon- 
strate friendship? (Trade, mutual 
defense. o[>en borders, etc ) 

9 Ask your students if any of them 
• are active in the Boys or Girls 
Clubs, t?amp Fire Girls, 4-H Clubs, 
Boy .Scouts, Girl Scouts or any other 
groups, and have them share their 
experiences with the class,* Why do 
they belong? What kinds of things 
does the group do? Who is eligible to 
belong? Are there any similarities 
between POWERHOUSE <uid their 
own youth group? 
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The uncommercial in "With a Little I |e|p from Mv f-'nenfls wln< h relln (s the theme ol the 
seqme^il is , 

No. IS. Interviews- h'tmuNnp 

What's a re,il friend'' Kids resjM Hid s< hi km me who helps von when \on re in houhk- 
someone who plavs with von someone von cm knot k down rind who will still liKe vou 
Friendship its important' 
t Jlher un< ommernais in Ifiis seamen! .ire 
I 'ART ONE 

No. 5. Celebrity Organ- Tin* Hcatt 
No. 10. Iton'l ^^^ItJIiere- 



iM<rmn 

No. \\ I . Good Advice - /■'/> \td 
No. !{(). (iood Advice- luftapmcnt hi, 

I 'ufh ffna ( tr.l * 

No. 25. (iood Advice*- /v/r/s aw lUul 
r No. 9. Don't Just Sit Www- I him* 
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Theme: CnPTng with Stress 



S ynopsis: 



Daoud, the young son of an Afritan 
ambassador, is brought to POWER* 
HOUSE to learn relaxation techniques. 
Daoud has developed a painful stress- • 
related digestion problem. One after- 
noon, after Daoud has been at* ' 
POWERHOUSE for two weeks, *he is 
Jridnapped by terrorists from his coun- 
try. Will his relaxation techniques help 
him to keep his cool long enough for 
the POWERHOUSE kids to find him 
before he is harmed? 



Goals: 



Back ground: 

Stress is a natural |>art of life for |>ef)ple 
of all ;iges. We need a certain amount 
of stress to be ready to accept new 
challenges, to gel things done, to avoid 
f<H v lirif(s of boredom, fit it when stress 
becomes too great or too prolonged, it 
can be harmful Inadequate ways of 
copmg with stress can also tie Ikirrnful: 
for the juist decade, the most frequently 
abused prescription drugs in America 
have \kvi\ tranquilizers. It is important 
to rw oguize the signs of harmful stress 
and learn how to cojie with jt , 




Life or Breath 

Pre- viewing questions and activitiesf 



IWhat Is meant by the term 
• "stress"? Wfrat are some of the 
symptoms of stress? (Note; headaches, 
stomach-aches, and so on are signs of*stress 
f fitly if they are unrelated to physical 
illness.) What are other words for 
stress? f Anxiety nervousness, tension* 
apprehension, etc.) 



2 What are some of the causes of 
• stress? How do your students 
cope with stress? 

3 What are the positive aspects of 
• stress? 

4AsJtyour students, as they view, 
• to be aware of the POWER- 
HOUSE techniques for coping with 
stress. 



To learn to recognize stress, confront it 
and work it out so that it does not 
cause tension or cftvtress. 



Pasf-viewing questions and activities: 

5 Activity: Have each student tear 
• a piece of paper into Ave small 
slips. Then ask each one U> put a dif- 
ferent "cause of stress" effreach slip 
of paper. A committee of students 
can compiled list of the most fre- 
quently mentioned causes. You might 
expect this list to mention tests, 
noise, competition, performing 
before a group, moving to a new 
neighborhood, making friends, 
divorc* injury, illness, parents 4 
stress, and so on. Finally, ask the 
class how they miff^Btvtl with these 
specific stressful suctions. (Don't for 
get that jnst talking to someone' who can 
help Clin relieve stress, loo!) * 

6 Make a college showing stress- 
• ful situations, and what people 
do to relieve stress. 

7f Three themes of POWERHOUSE 
• si}ows are friendship, stress, 
and competition. Are these* three 
themes interrelated? If so, how? Was 
friendship a factor in Oaoiid's 
improved health? 



IWhat techniques for coping 
• with stress were taught at POW- 
ERHOlJSET^Vhich techniques helped 
Daoud through his crisis? 

2 Ask students to write about a 
• stressful situation in their own 
lives. How do they deal with these 
situations? 

3 Think of situations in which you 
• experience stress as part of a 
group. (For example tiikhig a (est, watch- 
ing vour team lose <i game, performing m a 
program.) What are some positive 
steps a group can take to relieve 
stress? (For example; jieople in the group 
can discuss the problem and organize their 
response, they can |iool fheir problem solv 
ing abilities ) 

4 Are there times when we inten- 
• tionally put ourselves in stress- 
ful situations? Make a list of such 
times. (For example, riding a rollern MSfer. 
seeing ,» srarv movie ) Why do we put 
ourselves in such situations? 



V/ — 

I he urn oiihim'M lal in .IjIc «»r I \\\\ »fh ' v^w h n-f N Is Mm- flu inr n| the siymenf is 
No., 32. (iood Advice- l.ttm>htn 

\ te<i( her, w.iti him; his students squirm hdget .tnd twist flint MimmiiiIi ,m r\am 

si iddnilv lalls off his chair and n »mus up uttiking lares \\\\\ ' I .auiihtei it's kI |nr us all 

{ M h* r niif ommer' ials m fins s«*s;r i i# r i! are 

Mti. 2K. ( it Mid Advice- 1 \uhiUoti) flat a \wtft\ 

Mo. 1. Act* iclent of the Wwk-lfnhlrn Ihtnuns 

No. WW. Achievement Awards- KttK luidtn SI ma - 

No. HI. Interviews - ' 'mnntunit\ fu'sntth 

Mo. 7. Don't Just Sit There- /for A Snnmlrt 
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Theme: Practice Pays Off 



S ynopsis: 



The POWERHOUSE kids work hani to 
learn circus acts for a talent show and 
their practice pays off in an unexpected 
way. They put their new talents to work 
to help their friend The! ma Gray get 
her job back at the Fine Arts Museum. 
Theima, longtime Chief of Security, has 
been replaced by an electronic security 
system just as a priceless piece of 
sculpture arrives at the museum. What 
do her POWERHOUSE friends do? Can 
they prove the new security system is 
no good-without breaking the law? 



Goals: 



To stress the importance of practice 
and discipline, and the time and effort 
they require, if one wants to leam to do 
something well. 



Back ground: 

At any age, we need to be reminded 
that there are no shortcuts to accom- 
plishment, and even fewer "overnight 
successes* Most real achievements 
require a serious commitment of time, 
energy, effort, and the patience to set a 
goal and work toward it one step at a 
time. Vbung people are often to/n 
between 1he desire to succeed and the 
fear of failure. Self-esteem grows as we 

%e£goals and work toward them in 

' realistic stages. 



Master 
of the Art 

Pre-viewing questions and activities: 



I Much Of this show Is fantasy; it 
• could not actually have hap- 
pened. What is fantasy? As you watch 
the show, write dpwn examples of 
fantasy versus reality Which events^ 
might really have happened? Which 
would not have happened? 

2 Can you define the words prac- 
• tice and discipline as they apply 
to this program? (Discipline, for exam- 
ple, is used to mean development and train- 
ing through perseverance and instruction, 
not punishment.) 




fhsf-viewing questions and activities: 



IThe POWERHOUSE kids 
• worked hard to learn their cir- 
cus acts. What have you learned to do 
in so me^ kind of practiced, disci- 
plined way? How did you begin? (With 
very small ste[>s.) Was the beginning 
exciting? Satisfying? What is the dif- 
ference between excitement and 
satisfaction? 

2 How do you feel when you reach 
• a goal you have set for yourself? 

3 Why is it important to set reaiis- 
• tic goals? ((joals that are t(x> low, 
while 1 they may reduce uncertainty, will 
tiring about little progress; goals that are too 
^ high -or goals that students try to reach too 
quickly- produce a kind of stress that makes 
it likely students will quit, feeling that they 
cannot fx 1 Mimed for failing to reach such 
"unreasonahle" goals ) 



4. Make a list of five people whom 
• you admire and respect. What 
did these people do to earn your 
admiration? Did their accomplish 
ments require practice and disci- 
pline? If so, what kinds? 

5 What does it mean to work 
• toward a goal one step at a 
time? Why is it often necessary? 

6 Activity: Learn to do something 
• in class that requires practice 
and discipline. Try new tongue twist- 
ers, learn to bounce a ball with the 
hand other than your dominant 
hand* Fun? Easy? Hard? Does prac - 
tice help? 





The uncommercial in Waster of the Art' which reflects the theme of the segment is 
No. 17. interviews- Hue In mt> 

A voung girl f>angs on the piano kevs m frustration Whv do Niave to \n t \r\nv r ' she , 

denial ids. and she kjets some kjood answers ,S< i I wr hi t i;et rustv " "Si > v< »ur teat hers d< hi'I 

s( ream at vou" Arid, adds a hov on a mm vt le "Von can t i\ this wilhi hi) prat In e' 

( )fher uncomnierc lals in this sequent .ire 

Mo. 27. (iood Advice -Sttmt Dnrcr 

No. f>. Celebrity Organ- 7 Iw Tvvth 

No. 29. Good Advice -Ahnhul AtUuh thrjifxtv 

No. S. Don't Just Sil There- Whim I p Wnim Ihw n 
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S vnopas: 



In the midst of an epidemic of the 
deadly Red Eye Virus, Pepper stops at 
Barney's Diner to get a sandwich for 
Bre/Kia. A nervous young woman 
wearing sunglasses makes the sand- 
wich for hefrBrenda eats part of the 
sandwich; the next day, she is stricken 
with the disease and rushed to the hos- 
pital She will die if the carrier of the 
' disease isn't located and a treatment 
developed Could the carrier be the 
woman working in the diner? Perhaps, 
but the woman has disappeared and 
the POWERHOUSE kids must find her 
to save Brenda. v 



( foals: 



To encourage young people to develop 
lifelong health habits that will be of 
benefit to them afid to the people 
around them. 



Back ground: 

It is important for ynung-peopie to 
understand that they can and must 
, £tke an active role in maintaining their 
own health and in preventing the 
spread of contagious disease to others 
( kxxi health habits are a continuing 
matter of personal choice and respon- 
sibility. How we treat ourselves Ls an 
irnjxortant fac tor in disease prevention 
and health promotion. We cannot pre- 
vent ourselves from ever being sick; ill- 
ness is a natural pnxess of living. We 
can, however, take action to get well 
and not spread illness to others 




Theme: Preventing Illness and 
the Spread of Disease 



You 
Make Me Sick 



T 



Pre-viewing questions and activ ities: 



IYVhat is a contagious disease? 
• (Anything that can he spread to oth- 
ers.) Are some diseases more conta- 
gious than others? What are they? 

2 List all the ways you can think of 
• to prevent the spread of conta- 
gious disease. (Several ways are men- 



tioned in the show wash your hands hefore 
you handle food, don*! share food with 
other |>eople; be sure to cover your nose 
and mouth when you cough or sneeze; arid 
don't share 1 your comh or use anybody 
else's. Also, of course, stay home and avoid 
contact with others while vou are ifl.) 




'| Why didn't the girl who had the 
A • disease turn herself in? (At first 
stie didn't know she had the disease, then 
she was afraid to tell anyone.) 

2 Could such an epidemic actually 
• happen? (Indeed it could. There is 
no Kent Kye Virus, but there have Ihhmi , 
many epidemics and many instances in 
which restaurants have \nvn closed for 
being 'probable sources" of diseases such 
as Type A hepatitis.) 

3 Make a list of all the ways you 
• can think of to keep yourself 
healthy. Then test yourself: Do you do 
these things often? Sometimes? 
Never? (You would exjxrt the list to 
iriclude eating good forxls. getting enough 
sleep, drinking adequate amounts of water 
each day. knowing flow to rel<tx. exercising, 
getting medical check-ups and nun* nla 
In ins when necessary, understanding what 
smoking, alcohol, and drug ahuse can do to 
mind rind body ) 

4 is it wrong to ask questions of a 
• doctor, nurse, or dentist? (Absi » 
lutely (Hit il is vital to ask questions when 



you don't understand something and to be 
assertive about getting information about 
your body and its needs.) 

5 Activity: Make a collage showing 
• people doing things to promote 
good health. 

6 Describe a time when you were 
• sick. What did you do? Who did 
you see? Have you ever gone out in 
public when you knew you had a con- 
tagious disease? Might you have been 
spreading germs to other people? 

7 What is the "incubation period" 
i of a disease? (The period t>etween 
the time you are first infected and the time 
the symptoms appear.) Many of the most 
contagious diseases can be spread 
especially easily during the incuba 
tion period. Why would this charac- 
teristic make a disease especially 
contagious? (Hetause the |>eop|e who are 
spreading it sliil feel perfectly well, and con- 
tinue to \a* active and to come into/ontaci 
with others.) Flu is an example of an ill- 
ness that is often spread in this way 



The uncommercial in Y< mi M.ike Mr Sick" which reflects Ihe theme ol the segment is 
No. 16. Interview- Illness 

A h« >\ sneezes and asks "I It >w do I fu.*ht the < t tmui< nn nfd I lis h mm mIs t|ive advn e 

"Slav awav from me" "I )( >n't horn ivv m\ chapstick ' keep washim; voim hands II v« m i\e 

l»ot something to sav make if ten teet awav In other w* >fds i ise c< mhuk «n sense about 

your health rind the health of others 

t *ther imcnmmen lals in tins segment are 

No, 32, Good Advice- L<mt>hter 

(No. 12. Frontiers of Svimvv- limit v( II Hit It , 

No. 2.' Accident of the Week- ' 7/er // Ytttn l\t\\npnntt\ 

No. I I . Don't Just Sit There- llr/if/// i nnttnl 
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Theme: Respecting 
Individual Differences 



S vnopas: 



Music and dancing fill POWERHOUSE 
cls the kids celebrate different cultures 
and customs with an international folk 
festival. On that same evening, Lolo 
and his grandfather become victims of 
prejudice t is they are attacked and their 
synagogue vandalized by a gang of 
masked thugs. Terrorized, Ix>lo consid- 
ers calling off his upcoming bar mitz- 
vah. Finally he decides he will riot let 
ugliuess and violence spoil his special 
celebration. Then, kite one afternoon, 
! olo is lured to the synagogue Waiting 
for him ttyre is the gang of masked 
thugs. . 



g oals: 



To increase understanding and aware 1 
ness of individual differences among 
people and the importance of learning 
io respect and appreciate those differ- 
ences and the similarities that underlie 
them. 

/ 

Back ground: 



The wjmg people watching this series 
are juSW&ginning to form their own 
opinions about themselves and the 
people around them. They are begin- 
ning to kx)k more closely at who they 
are, what they are, and how they fit into 
their world. As they do this, it is impor- 
tant fouthem to he exposed to people 
who are different from themselves. 
They must learn that all [>eople share 
common human qualities, and yet 
each |>erson lias special and unique 
characteristics. Young people need to 
Met to know and like themselves; thev 
also need to learn hywto be open, 
flexible, and accepting in their attitudes 
rind behavior toward others. 



9 

ERLC 



Celebration 



Pre-viewing questions and activities: 

3 Have you ever been discrimi- 
• nated against? If so, why? Was it 
because of age, color, class, sex? How 
did you feel when that happened to 
you? 



1 Define the word "prejudice." dys: 
t preconceived judgment or opinion.) 

2 What is the difference between 
• prejudice and discrimination? 

(Prejudice refers to attitudes, discrimination 
to actual behavior.) 




Rasf-viewing questions and activities: 

fear and prejudice deprive him of a social 
time in his life.) Would you have done * 
what Lolo does? 

5 Why do the POWERHOUSE kids 
• get along so well, even though 
they are different in race, religion, 
size, weight Interests, and abilities? 

(They liaw worked together for common 
goals on an c^eii^foasis: they have gone 
f>eyond the differences and learned to see 
the total human being.) 

6 Activity: Plan a class folkYesti 
• val. Ask volunteers to bring 
food, native dress, music, anything at 
all relating to their ethnic back- 
grounds. Make it a celebration of 
"Who You Are." 

7 Suggest that students ask their 
> parents or grandparents why 
and when their families came to 
America. Students who have recently 
arrived in mis c ountry might be 
encoUragedUo tell their own stories. 



IWhy is this episode called "Cele- 
• bration"? (While ugliness flares 
around them, the POWKKHOUSK kids are 
celebrating their individual differences by 
having a folk festival and sharing Ij>Io's t>ar 
mitzvah celebration.) 

2 What would outlives be like if 
• we were all the same? 

3 What can we learn from people 
• of diverse cultures, qualities, 
beliefs, and pthnic backgrounds? 

4 What is a bar mitzvah? (It is a tr<t 
ditional Jewish religious coining of age 
ceremonv uflwallv celebrated when a Im>v 
turns lit.) Wlty does Lolo decide to go 
ahead with his bar mitzvah in spite of 
the danger? (I le decides fie will not let 



mvs ,im fiber ' I Inl t it if i if M all 



\ 



The.uncouiiuercials in "Celebration" whkh reflect the thyme of the segment are 
No. 20. Interview- \Utsailiiutv 

"What's so yreaf about licing a hov'" as^s .i vnimn ^irl holding ,i hi»,i< Ii hall and tin- bovs 
respond* I'ovs are great at s|h >rts. savs one "\ol bemi; a i»irl 
[ < Miles fhe itiessai'e lie L'lad von re )Of % 

\\n 

INo. 21. Interview- h\ f nuwtut\ 

"What s so ijrr.it ahoiil girls'" asks a \oimi! boy "Kvervfhmij repliesune fjirl "You r.iii in- 
real \( Mli»b aiid Inui'h and kjn'oiir and rhmb trees." savs a! if ilbri A I u ' th*' •»HIH M| fH ,f sl id is it 
up Tie i;L tf I voine )OI ' • <~ , 

' Hhef inn ommernals in this sejjineul are f ± 

INo. 5. Celebrity Organ- Tltr \U '(tft 
No. 24. Jingle- /./M"'Mf/V k,i ilws 
INo. 37. Achiev^ment^Award - \hnnshi*wiwn\ 
No. 7. Don't Just Sit rherc-oWi Sntmdn 



s 





g vnopsis: 



1\vo bad consumer decisions put the * 
future of POWERHOUSE in jeop^uxiy. 
Brenda decides to have a cheap patch- 1 
up jo^done on the ceiling in the gym 
and it-later caves in, then her young 
friends agree to let a stranger make a 
free film about POWERHOUSE for 
stowing at the license renewal head- 
ings. Two decisions are made: one for 
work that is che#p, one for work that is 
free; and the costfs almost more than 
POWERHOUSE can bear. 



Goals: 



To encourage young people to be criti- 
cally aware of the consumer decisions 
they make and how they make them. 



Background: 

How do we learn to make responsible 
consumer. decisions? Too often we take 
the easy way out We rely on other 
people's decisions, we act impulsively, 
we procrastinate. We buy what's adver- 
tised or easily available, echo the senti- 
ments of our neighbors and friends, 
and claim that we aren't responsible for 
what Ls happening around us. We for- 
get that there is a specific process we 
can go through when making a deci- 
sion; we can identify the problem, 
gather infonnation about it, make sug- 
gestions for solving it, analyze and 
evaluate the suggestions, and then 
make the decision. We can do so 
calmly and rationally, and we can teach 
young }H»ople to do the same. Making 
responsible decisions is like taking 
responsible risks- the more we do it, 
the better we get. 



ERJC 




Theme: Making Responsible 
I Consumer Decisions 



Something for Nothing 

/Ve-viewing questions and activities: 



IWhat is meant by the term "con- 
• sumer decision"? Are you faced 
with consumer decisions during the 
course of a day? (We all are; the term 
includes both goods and services.) 

2 What do we think of when we 
• make a consumer decision? (Our 
needs, the quality of the prcxJuct, the cost, 
etc.) 

3 What are positive aspects of 
• making decisions? (We grow in 
confidence and self-esteem; we learn to 



think foj* ourselves, make judgments, reason 
throughjproblenisand take res|x>nsibiiity 
for our iwn actions.) . 

4 Think of situations in which you 
» make decisions as part of a 
group, jj-br example; a family planning a 
major purchase, a class deciding on a field 
trip.) Does the decision-making pro- 
cess vary when a group Is involved? 
(Yes, a consensus of opinion must tx* 
reached, hough the reasoning process- 
remains thejiarne.) 



Post-viewing questions knd activities: 

' recomm 



IWhaJ was wrong with Brenda's 
• decision about the roofing 
work? 05he neglected to get estimates and 
refereijCes.) 

2 What should Jennifer and the 
j others have done when they 
were approached by the filmmaker? 

(Checked his references and motivations: 
y/ho he was, what fie d done, -what he 
wanted.) / 

Q What do you do when you are 
tJ • going to buy something? Do you 
check price, quality, guarantee, other 
options? / 

4 What are your primary sources 
• of information about consumer 
goods? Advertising on radio or TV? 



Friends' recommendations? News 
reports? Others? Which have you 
found to be the most reliable? The 
least reliable? 

5 Activity: For one week keep a list 
• of all the consumer decisions 
you make. Note what the decision 
was and what steps you went through 
in making it 

6 Is the class aware of the fact that 
• there are groups and individuals 
who attempt to guide or protect the 
consumer? Ask fifth- or sixth-grade 
students to research and report on 
groups, or organizations (Under; 
writer's Laboratory, Good House* 
keeping, Consumers' Union, etc-) that 
endorse products. 



The uncommereials in "Snmctliiug for Nothing" which reflect the theme ol the segment are 1 
No. 30. Good Advice- Eijiiifntwnt Fit. Fwu'Uwl Cost 

How do von huv shoes'.' It's the /// that counts You ran he great, arid vnur s//oe.s cm he 
great, if you're meant for eac h other! Whatever vour size, huv them for the wav thev fit. not 
just the way they look. He «i winner: 7/ v them hefnre you tnn them 
AM) 

No. 26. Good Advice -Ask. Ansu a. Ad 

A ventriloquist returns from the doctor with medicine and complains to his dummy that th/» 
doctor didn't leil him what Wris wrouij wild turn Savs the dummy: Duhnii ask the doctor 
questions'.*" "No.' 1 siys the ventriloquist. The dummy replies: "People like you vjive people ; 
like me a had name." Help vour doctor help von. Ask the right f|uesti(ins f if (he ukjhl people. 
< Kher uncommereials in this sei;mrnf are 

No. 6. Celebrity Organ- The Tccfh , 
No. 27. Good M\icv~Sfunt Prim ; 
No. 10. Don't Just Sit There- t\t u/.se m Relax 
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S ynopsis: 



Police Lieutenant AI Gambrino is 
delighted that his 14-year-old son Peter 
comes to visit. He introduces K»ter as 
"good at everything." Peter, however, is**' 
a secret drinker who encourages Pep- 
per to drink with him and steals from 
his friends at POWERHOUSE to buy 
liquor AI and the others figure out 
what is happening- but it may be too 
late to stop R&er from running away 
from them alid from bis drinking 
problem. 



G oals: 



To help young people learn how to 
make responsible decisions about 
drinking and to Encourage them to 
seek realistic facts about alcohol. 




The young boy ip this stofy is 14, and 
he is an alcoholic A doctor who has 
treated more than 20,000 alcoholic 
patients defines alcoholism this way: 1 
think we can simply say that an alco- 
holic is a person who reaches a point 
where hfe (or she) cannot control 
drinking.. .cannot stop drinking, walk 
away from it, and stay away from it 
indefinitely" Alcoholism is a progressive 
disease that can be fatal; it is incurable, 

♦•but it can often be controlled. It can 
strike people of any age. Studies show, 
in fact that teenage alcoholism is 

* on the rise, and preteen drinking is 
becoming a serious problem. 



■9 M«* 





Theme: Getting the Facts 
About Alcohol 



Cheers 



Pre-viewing questions and activities: 



1 Students will need some infor- 
• mation about this program 
before viewing. "Cheers" tells the 
story of a young box w ho is an alco- 
holic. This young man, Peter, relies 
on drinking for a number of reasons, 
and you might suggest to the class 



that they look for the reasons Peter 
.drinks as they view the show. Fur 
Vhermore, what are, the effects of 
Peter's drinking? Does it make him a 
nicer or better person? Does his 
drinking pose problems for him7 For 
others? 



fftsf-viewing questions and activities: 

5A1 claimed that his son was 
• M good at everything." Was this an 
unfair expectation? Can anybody be 
"good at everything?" Was AJ putting 
too much pressure on his son? 



1 Peter and Pepper drink for dlf- 
• ferent reasons. What are they? 

(Peter may drink because his father lias 
unrealistic expectations of him; Pepf*r 
txTause she wants f\'ter to like her.) 

2 What did drinking do to them? 
• Were Peter and Pepper in con- 
trol of themselves when they were 
drinking? 

3 Recently, many doctors have 
• begun to refer to alcohol as a 
drug. Why? In what ways are drugs 
and alcohol similar? (Roth alcohol and 
drugs can act as stimulants and depressants; 
drugs can interfere with motor coordina- 
tion, thought pVocesscs, and judgment; they 
can produce false exhilaration and depres- 
sion; both can he habit-forming; and, ulti- 
mately, both can result in permanent 
physical and mental damage*.) 

y|J Peter claimed that he could 
4* drink and still play basketball. 
Did he play well? 



6 Are there times when we 
• become unhappy and upset 
because our own expectations are 
too high? Or too low? Are we some- 
times too hard on ourselves? What 
can we do about it? 

7f How is alcohol portrayed by 
• advertisers? What social images 
do such advertisements create? How 
do these images ftjAte to the way 
Peter and Pepper were affected by 
alcohol? You might ask students to 
make a mural/collage containing, on 
one side, images used to sell alcohol, 
and on the other side, images that 
suggest the real effects of alcohol on 
those who abuse it. 



The uncommercial in '"Cheers" which reflects the theme (if the segment is 
No. 29. GoodAdviee-/V(o//oM//<7/s the llmis 

Three voimi* runners line up for ri nice Then one drinks wine. <>ne drinks whiskc 
drinks brer Wh.it does it do In them' 1 What dnrsn't it do to them'. 1 Thru de< tsion 
punr. thnr vision is hhirrv. their halatii t« is.iwtnl "lh**vte <« Mn« stMin»eU hut ik 
If von're thinking alxmt drinking, get the hu ts 
hfher inn ommen ials in this segment .ire- 
No. 4. Celebrity Organ- The l.tim\s 
No. 3. Accident of the Week-f 'fifth )hm Skills 
No. 13. Frontiers of Science- //v/w/os/s 
No. 15. Interview- frriwu ishif > 
No. 9. Don't Just Sit There- Ikmtr 



x and fine 
making is 
not hiiiiiv 
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S ynopsis: 



Ton^reacfc angrily when a goal slips by 
him in a tense soccer game Upset with 
himself, he claims that he has hurt his 
ankle, but Kevin suspects that he is fak- 
ing. As POWERHOUSE trains for a - 
championship game with *f ferociously 
competitive youth center Tory meets a 
first-rate South American player called 
El Gato. Practicing with POWER- 
HOUSE, El Gato proves that he's good, 
all right- but there is something strange 
about him. What are El Gate's real 
motives? Is he going to help POWER- 
HOUSE win the championship? Or 
make sure they (o$? it? ^ 



Goals: 



Tq increase understanding of what 
competition is and when it is appropri- 
ate to compete; also, to develop aware- 
ness of the' benefits of participation and 
the relationship between competition 
and sportsmanship. 



Back ground: 

Virtually every aspect of a young child's 
life mvolves'some form of conifietitiori. 
•Studies have 1 shown thai children learn 
both intellec tual and physical risks 
more quickly in the presence of prop- 
erly organized competition. This need 
not Ik* H>m|K a tition against others It 
can he competition with oneself, 
iigaiust time, against weather. If compe- 
tition is txiskally defined us an attern[)t 
to judge current |>erformance \yy mi 
established standard, then positive atti- ^ 
ludes toward <-om|x'tition can encour- 
age voung |>eople to take acceptable 
risks (more about this in Show 111), to 
frv new things. tmd to be unafraid of 

|( >s!f}g 




Name 
of the Game 



Theme: Learning to Compete 
and Participate 




IVVhat does competition mean to 
• you? You are about to see a 
story about sports competition, but 
how many other forms of competi- 
tion can you name? As you watch the 
show, be aware of the way four char- 
acters look at competition: Brenda, 
Tony, EI Gato, and Mr Phelps. 

2 Is it harmful to put too much 
• emphasis on competition? (It can 

Ik*. Studies have shown that too much stress 



on competition can Ix 1 a strongly negative 
factor.) 

Why is participation an impor- 



3. 



tant element in this discussion? 

(Winning and losing are important, but it's 
the willingness to particulate that is the key 
factor; young people who are willing to par- 
ticipate in an activity .ire giving themselves 
an opportunity to develop new skills and 
abilities, have fun and make new friends.) 




1. 



Who we 

ers ii 



S 



the winners and Ios* 
| shpw? Who demon- 
strated helS^ny attitudes toward 
competition? Who demonstrated 
unhealthy attitudes? How? Which 
attitudes made characters feel the 
best? 

2 Ask students to analyze Tony's 
• motives. Why did he get angry 
with himself at the beginning of the 
story? Why did he fake an inji^? 

3 Have you ever been in a situa- 
• Hon in which you were afraid of 
failure? How did you cope with it? 

4 How did Mr. Phelps differ from 
• Brenda In his attitude toward 
winning? Did he believe that his play- 
ers should have fun? Kven when he 
had a championship team, was Mr. 
Phelps a winner? 



5 Divide the class into two groups 
• for a debate on these questions. 
Has our world today become too 
competitive? Is there too much 
emphasis on being "Number One' 9 ? 
Kncourage students to prepare by seeking 
facts, outlining arguments, and seeking 
input from each memtor of the team. One 
rnem1>er from each side si mi rid present the 
o|>eniug statement prepared by the group, 
another member should sum up the 
groups position in -the dosing statement, 
and .all the members should \n % encouraged 
(o speak at least once during the course of 
the debate. 

Other topics for deliate. discussion, written 
assignments, or pictorial displays might 
include Team Spirit (what it is. whv it's 
im(H»rtant); Losing (what's go<xi about it. 
what vou can learn from it); and Winning 
(how to work toward it. how it makes vou 
feel, flow to accept it) 



I'll* 1 i in* fiMiuifn ia|s m "Name of the < lau if" lh.it reflet t the then if o| the - segment an- , 
N#>. IS. Interview- \Unntm> l.n\im\ 

A gr u n\ < juesfif >n wh.it s good about k >smg ' pr< >mpts nn >?e g< n n \ answers 1} makes me 
appreciate winning more" "Win or lose, it's how \m\ piav the game that « oiniis" "You've got 
to learn what il leels like" And, Ann lfittuju>u \ losing 

AM) 

No. 23. Jingle- I'atftt yw////ig ts I'tin 

A shv. v< Mini; girl stands ,\\ the erlge nl .in aerohi< dauee class The group is • -sen ismg. sun; 

mg, anrtViaving fun ( iraduallv. the girl begins to |oiu the groups ,i< tivifies The message get 
in tlie game f 'artu ijMtc' 

i >ther nim uiiiiiii'fi iais in this M'gmeni an- No. 2. Accident of the Week- 
No. 25. Good Advice-/;* A mvlnul rhnk )ntn l^m^mi 

Wo. I. Ct It brity Organ- 77/c/.*///«s No - s ,)on t si * Hiere- 

j Wumi I \> Watutlhnni 




S ynopsis: 



The POWERHOUSE kids find them- 
selves in a desperate race to locate 
diamonds missing for 30 years and 
believed to have been hidden in 
S^)WERH()USE. Closing in on those 
satoe diamonds is a dangerous ex-con 
who vows that nothing will stop him 
from finding the gems. Also joining the 
M)WKRH()USE search Is a young man 
named Mike, who has an artificial 
hand Mike helps capture the ex-con; 
and in the process, teaches the others a 
great cfeal about independence capa- 
bility, and the extent to which a "handi- 
cap" can be overcome 



G oals: 



To encourage young people to see the 
4 disabled as human beings with hopes, 
fears, aspirations, feelings, and con- 
cerns common to everyone They must 
be encouraged to think in terms of 
abilities rather than disabilities, and to 
see the person first, the handicap 
second 



B ackground: 

Many schools have programs based on 
the theme of respect for people's differ- 
ences. In social studies, language arts, 
he<#h, and science classes we study 
human beings, how they differ, and 
how they adapt to their environment. 
Handicaps are an important part of • 
that study. We cannot understand our- 
selves and our world if we cannot 
understand human differences - many 
of which are differences caused by a 
disabling condition of some kind, 
* whether it is^hysical, mental, emo- 
tional, cosmetic, cknnic illness or 
learning disability. 



One 
of the Gang 



Theme: Judging Abilities 
Ratherjhan Disabilities 



Pre-viewing questions and activities: 

(blindness, deafness, amputation), chronic 
^§ health cQndipeps (epilepsy, diabetes, 
^ asthma), and neurological disabilities 

(cerebral palsy/muscular dystrophy spina 
bifida). 



IWhat is a handicap? (Something 
• that disables one or diminishes one's 
physical, emotional or intellectual capacity,) 
What handicaps, more or less easily 
corrected, do we encounter fre- 
quently? (For example, the need to wear 
glasses.) 

2 Explain to students that there 
• are a nujnber of handicapping 
conditions. Among the more com- 
mon ones are physical handicaps 



3 Is it unusual or unhealthy to be 
• curious about handicaps, to 
want to talk about them and to ask 
questions about them? (Not atytfl. It is a 
way, in fact, to foster an understanding and 
concern for individual differences.) 



fbsf -viewing questions 



IWhy does Mike come to the 
• POWERHOUSE? (To work in the 
photo, darkroom.) Is he good at his job? 

(He Ls excellent.) 

2 What do you think Mike wants: 
• to be accepted by the group? to 
be treated in a special way? to be 
pitied? 

3 Attitudes are important in this 
• story. How would you describe 
Kevin's attitude toward Mike? Is Mike 
held back by his hand -or by Kevin's 
attitude? Is Kevin's attitude a kind of 
"handicap"? 

4 Would you like Mike as a friend? 
• Why or why not? 

5 Activity; Pick any scene of your 
• choice and describe it to a 
friend who cannot see. Write a 
description that will make that per- 
son see it, smeil it, sense it, under- 
stand its textures and its moods. 



6 Name famous people who have 
• had a handicap of some kind. 
Write a brief biography of one of 
them. 

7 Ask volunteers to bring some- 
i thing from home that can be rec- 
ognized by smell or texture or shape., 
Put each item in a box. Then blind- 
fold part of the class and have them 
touch each item and give one clue as 
to its identity (It feels soft, it has rough 
edges, etc.). What's the purpose of this 
activity? (It's a learning experience in 
using senses other than sight.) Now, con- 
fuse the senses: have a blindfolded 
student smfell an onion while biting 
an apple. Could the student identify 
the fruit? What does this tell us? (That 
our senses are interrelated, and that the 
knowledge we need can often be derived 
only if two or more of them are providing 
us with information.) 



The uncommercial in "( hie of the Hang" which reflects the theme of the segment is: 
Nor. 37 Achievement Avtmdn-MamsfiAwutifi 

Personal Achievement Award To the 4-11 members in I,oudon County, Virginia, for .teaching 
their disabled members to rule horseback. A great wav to share a great experience and to 
be pari ol a group! 

( )ther unmmmercials in this segment are; 
No. 1 4' Interview- Meeting tiirls 
No. 6. Celebrity Organ- The Teeth 
No. 26. Good Advice- Ask. Answer, Ad 
No. 1 0. Don't Just Sit There - Exercise m Relax 
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S ynopsis: 



Bobby takes a thoughtless risk when he 
accepts money to deliver a shoebox for 
a boy who lias been in trouble with the 
law. Without asking what's in it, Bobby 
puts the shoebox in his locker at 
POWERHOUSE, and then learns that 
there have been a number of burglaries 
in the area. The shoebox, loaded with 
stolen jewelry, incriminates Bobby The 
POWERHOUSE kids decide to help 
Bobby prove his own innocence, but it 
isn't easy with the odds and evidence 
against hint. 



G oals: 



To increase awareness of the value of 
taking asks and accepting challenges 
which are carefully weighed and 
thought out. 



B ackground: 

Learning how to take risks, trying new 
tilings, and accepting challenges can 
greatly enrich the live* of children and 
give theni the confidence and self 
esteem that they need for the rest of 
their lives. The key words are learn- 
ing how. Taking risks is a way of 
extending ourselves mentally and phys- 
ically But first we must evaluate what 
we are doing, consider all the options, 
learn as many facts as [x>ssible, decide 
if the risk is worth taking, and then 
.plan actions ca/efullv. 




Theme: Learning to lake Risks 
and Accept Challenges 



Something Ventured 



Pre- viewing questions and activities: 

1 Ther? are several examples of €\ What kinds of risks are there? 1^ 

• foolish risk-taking in this epi- & • it possible to live without taking 

risks? (Not\t one ls tu kfffnv the jov ami 



socle. Have students make note of 
these as they appear. What does it 
mean to "act impulsively"? 



satisfaction \h\\ conic hum trvini} new 
things.) 



P^sf-viewing questions and\activities: 

7. 



IWhy did Bobby initially agree to 
• deliver the shoebox? (For monev.) 
What did he do that was foolish? (He 

didn'l check the contents of the shoebox to 
make sufc he wasn't involved in something 
illegal.) 

2 What other examples of foolish 
• risk-taking did you see in this 
^how? Why was Brenda so upset 
after discovering the POWERHOUSF 
kids in the alley? (They had acted with- 
out thinking about the possible conse- 
quences of their actions.) V 

3 Relate a situation in which you 
• had to take a risk. What did you 
do? 

4 How do you determine whether 
• a risk is acceptable? (Know all the 
[acts, consider all options, don't be 
impulsive.) 



5 What are some positive reasons 
• for taking risks? What are some 
negative reafsons? 

6 Are there risks in asking 
• questions? 



What does it ttican when we say 
fHking risks is \\ way of extend- 
ing onrt^ves mentally aiid physi- 
cally? (We are broadening ourselves each 
time we try something new. K^en when we 
fail, vve have bad the* experience of trying.) 

8 Have students prepare a collage 
• showing people taking risks. 
Fncourage them to show as great a 
variety of risk-taking as possible. 

9 Activity: Write a story ahout 
• someone taking a risk. Describe 
the risk, the possible consequences, 
and the ultimate outcome. 

1 f% ^ an y° ur student* identify 
ll/i historical figures who accom- 
plished something only bec ause they 
were willing to take risks? (Columbus. 
( Imnje Washington. Mine Curie, Joe Louis. 
Louis Pasteur. Carrie Nation, Galileo, etc.) 
What about artists? Why might it Ik* v 
necessary for an artist to take risks? 
(Heeuuse Ihev fnusl devoir the^M'ulir*' lives 
to their art. rather than dealing with the eco- 
noruie necessities of making t i living.) What 
kinds of risk taking in general are 
associated with career choices? 




The uncommercial in "S< h net I mm Ventured" which reflects the then in >\ the seamen! is 
No. 25, Good Advice- Ask, Ansae*. Ad 

A ventriloquist returns horn tin - «im t< >\ v\ith uH-dn me ,iud < > unpin us !»» hts dum:m !hal (he 
doctor didn't tell Finn wli.il was v\r t oni; vvjlh hint Savs \\w dumuiv 1 )k.I vuti ask the do< Un 
(|uosfit ins \t s. i\s the veufrilo< |ti1<rThe di in n i iv utiles "!'«•» >ple like \nu ijive { km iplc 
like me a had name" I lelj> vonr dt n'U ir help von Ask I In - ruiht questions < »f I he rikjhl pe< ipjc 
i )lher iincoinmen lals m this seamen! an 1 

No. I. Accident of the Wvvk- 1 In/den Ihtmins 

No, 22. Jingle in' / /; 

No. 4. Celebrity Organ- T^r l.un^ 

No. 7, Don't Just Sit There-/W\ St ninth*} 



c 
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S ynopsis: 



Teenage mother Tammy Hewitt is 
frighten ed and desperate when she 
l^nveTl^ Her husband 

Jus been kukxi in an automobile acci- 
dent and liis wealthy [xirents are trying 
to take cusUxiy\f her six-rnonth-old 
son. Tammy tu*> run away with the 
toiby, but she doesn't know where to go 
or what to do. \tfer in-laws have hired a 
private investigator to find her, and she 
is frantic. She needs help -and she 
needs it fast. 



G oals: 



To encourage young people to learn 
about the services and protective orga- 
nizations which are available to them, 
and not to fear asking for help when 
they need it. 



Back ground: 



Young people need to know what help 
Is available to them when they have 
questions, problems or concerns that 
they cannot handle. on their own or in 
the privacy of their homes. In ail com- 
munities there are resources they can 
call upon; a school counselor, a doctor 
or nurse, a youth social worker a 
member of the clergy, a police officer, 
hotline personnel and youth counsel- 
ing services. Encouragingxhildren *° 
use these resources is another way of 
,sayiug to them: You are in charge of 
your life and your emotions. When you 
need help, you can do something. 



9 

ERLC 



Theme: Knowing How to Find Help 

When We Need It 



Help Wanted 

Ar-viewing questions aMactivitiesi, 



I I his i.s a show about resources 
• (defined as a source ot supply or sup- 
port, a possibility of relic! or recovery) and 
rights (something to which one has a just 
claim). Suggest that students keep 
these words in mind as they view 
"Help Wanted" and see if they can 
determine how they apply to this 
story about Tammy and her baby. 



2 Suggest a classroom diseufriou on 
• these questions: To whom would 
you first go to discuss a problem? 
Why would you choose that person? 
What might you gain by talking to 
that perstfn? Is it ever wrong or chil- 
dish to ask for help? (Never ) Then ask 
these same questious.^fter viewing the 
telecast. 



Posf-viewin 





IWhy did Tammy run away from 
• Cooperstown? (Her in-laws were 
trying to gain custody of tier child, and she 
didn't understand tier legal rights or know 
the resources that were available to tier ) 

2rfow did Tammy's in laws violate 
• her rights? (Thev forged her signa- 
ture on a custody agreement ) How did 
Lolo know the signature was a for 
gery? (it was too perfect not to have been 
traced; peoples signatures art 1 never .c&ietiy 
the same.) 

3 Define the word "rights." Can 
• you name some rights which are 
guaranteed by law? 



4 In America, what document 
• defines our basirrights? (The 

Constitution.) When we say laws like 
those in the Constitution "protect" 
us, what do we mean? (They guarantee 
us certain rights; they limit the powers and 
procedures of government and law enforce- 
ment agencies on all levels, and they define 
the ways in which our fellow-citizens can- • 
and cannot interfere 1 with our rights.) 

5 Activity: Have a committee of 
• volunteers research the 
resources available to young people 
in your community (Youth organizations 
and centers are often listed in the yellow 
pages of the telephone directory.) What 
services does each organization pro- 
vide? Who is eligible to use their 
services? 

6 Are we being disloyal to our 
• family when we seek help out- 
side the home? (Some problems arc not 
easily discussed with parents or teaciirrs 
The important thing is. to do something 
when we have a problem, not let it get 
worse or go unresolved.) 




The imcouiinerc ial in Help Wanted' whu h tefln is ihr'lf lemr n| the segmm! i> 

No. 19. Interview - ( 'nmmunilv AV.somt r.s * 

When you can't talk to vour parents, who do vow turn hi fm I Hp ' The kids irspond. I talk 

to my doctor, sister, shrink, teacher, ordog. What's important ' Ask the people who know. 

( uhei uncofumercuils in this segment .im 

No. 24. Jingle- Ijtrh >ti# Ac fit ittrs 

No. 3 1 , Good Advice - Fir^i Aid 

Nou 32. Achievement Award-/-'/// nmuueutai Health ^ 1 

No. 5. Celebrity Organ- 7 V Ifrtttt 
No. 9. Don't Just Sit There- 1 him r 



If>. 




S ynopsis: 



Kevin takes a job at Baxter's Deli ami 
promptly snacks his way into a 20- 
pound weight gain. He is so upset with 
himself that he fells for a con game 
being played by a"diet doctor* 1 who 
promises. "Lose 20 pounds in 10 days 
with passive exerciser A miracte pana- 
cea? Kevin's POWERHOUSE friends are 
skeptical They set out to provte the 
scheme is a fraud -and they discover" 
that people are going to lose a lot more- 
than weight jf the "doctof succeeds in' . 
hisplans. \ 

I ■ 



G oals: 



To leam how to kike a seasible 
approach to weight reduction and 
control. 



B ackground: 

There is no satisfaclory^fcfinitiprt of 
obesity, although. many haw been 
offered. Human beingsVome in a vm- 
ety of sizes and shafxs, and it is not 
possible for a!) of us to conform to a 
single standard. What Ls possible Ls to 
be realistic about our bodies and sensi- 
l)Ie about our weight and fiow we con- 
,trol it. To do, that, it is important to 
learn to live with the htxiy we have, to 
appreciate its good features, and to 
have realistic exf>ectatioat4pr it. When 
we're trying to lost 1 weiJnUive must set 
nxxlcst goals and [)v keeping 
• in mind that high : pressure dieting can 
lead to compulsive eating binges, that 
exercise is a valuable [>art of any 
weight-loss program, and that pre- 
venting weight gain is ultimately the 
best defense against of>esity. 




Theme: Taking an Intelligent Attitude 
Toward Weight Coptrol 



What 
Have\bu Got to Lose? 




IKeep a diary of everything you 
• eat during one day. Note your 
eating habits: when, what, how much, 
where you are, why you are eating, 
whether you are doing anything else 
at the time. 



2 As you watch this show, note 
• Kevin's eating habits. Do you 
think he is eating because he is hun- 
gry? Does he sit down and have a 
regular meal? Does h^ eally se«*m to 
be enjoying the food? Watch for 
answers to these questions as you 
view the program. 



/tof-viewmg questions and activities; 




IWhy did Kevin gain weight? (He 
• took in more calories through eating 
than tie expended through exercise.) 

2 What did you see the other 
• POWERHOUSE kids doing that 
would help them maintain normal 
weight? ('Ehey were }>articii>ating in an 
exercise class.) 

Describe the correct ways to 
• lose weight. (l ; our were described 
several times in this program: eat right, eat 
less, exercise more, drink enough water. 
( Mhtys include examining your personal 
eating habits and enlisting tin 1 aid of family 
and friends.) 

4 What does your diary tell you 
• about your own eating habits? 
How do they compare with the ^y . 
Kevin eats in this show? 

4- 

5 What should Kevin s boss have 
• done when he began to feel 
strange during the exercise class? 



(He should have stopjx'd. When exercising, 
it is vital to stop at the earliest sign of any 
problem, such as chest pain, dizziness, " 
shortness of breath to the point of being 
unable to sj>eak while exercising) 

6 What are some of the benefits of 
• maintaining normal weight? 

(linger life, increased amounts of enefgy 
to participate in physical and mental activi- 
ties, the psychological benefit of "feeling 
good, looking good> the 1 confidence that ■ ■ 
comes from knowing that you can control 
what vou eat and how you feci.) 

7r What is a balanced diet? (C >ne 
• tluit includes daily |x>rtious of the four * 
major food groups: Milk, including buffer 
and cheese; Meat, including fisfi, [xmltrv. 
eggs, dry beans, peas, nuts, peanut butter, 
Vegetables and Fruits, including dark 
green or yellow vegetables, citrus fruit, 
tomatoes; Breads and Cereals, espe- 
cially enriched or whole grajuJiread** and 
((Teals. ^» 



The uncornmercials in "What I lave You (if it It) I/>se" winch reflect the theme of the 
segment arc * 

No. 25. Good Advice -Fads tnr Had 

Cookie hunkinjried all tin 1 fad diets the ali-gfaiwhut! diet, brown nee, predigested protein, 
wild birdseed, and thev didn't work. Savs the narrator "Cor »kie. forget the fad diets Kat 
light, fat a variety exercise" 
AM) 

No. IK Don't Just Sit There, Do Something- Wnnfu (unftffl 

,A mime is sitting in a chair looking bloated and depressed Suddenlv he jumps up and starts 
logging in place Then he begins to move f n if ( Jlhei loggers j< hu the fun. Whv ' "It vou want 
to get tn shape, get moving Run a little more ever v das f.)on l just sit then* I )u something 1 " 
Other un< ommercLils hi this segment are No. 2. Accident of the Week~< 
No. 21. lnterview-V'f7//////;///\ ( 'hn h )'uw lufuiffmrnt 

No. 5. Celebrity Organ- Tltcllrutl, l\o. 2<>. (iood Advice- \tjsn < 7. \d 
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Theme: Seeing Beyond 
Sexual Stereotyping 



S ynopsis: 



A big horse race is coining up and the 
owner of one of the major contenders 
picks Angie Cutrono to ride Big Devii 
in the race. Angie is an ex[>ert rider, hut 
there r*re people at the track who dfon t 
believe a wtftnan should be riding Big 
Devil or any other ehorse. As the 
dav of the race approaches, Angie runs 
into some strange problems with the 
hoist 1 . Is it tier riding ability-or Is 
someone out to get her? 



G oals* 



To increase awareness that both boys 
and girls haw the right and the respon- 
sibility to develop all their skills and 
their talents to the fullest, and to 
explore and express their feelings 
completely. 



Back ground: 

Yotipg people form their attitudes 
atxitit the roles of men and womeiilat 
an early age. As they do, they are, , 
greatly influenced by their family/and 
friends, find by TV, movies, radio, 
txK>ks, and magazines. In recent years, 
an increasing number of people have O 
become /concerned about the effects of 
sextiai stereotyping on the aspirations 
of your unpeople and ha^c worked to 
remove stereotypes from the media. 
Are young [>eople aware of the chang- 
ing attitudes toward sexual stereotypes 
-as well as changing attitudes toward 
the roles of men and women? Tills 
program will give them an opportunity 
to examine their own feelings and 
a!htu<ies * • 



Big Devil 



Pre-viewing que stions and activitie s; 



IWhat does the word "sexist" 
• mean? (Bias iigainst either sex.) 

2 What does the term "sexual dls- 
• crimination" mean? As you view 
this episode, see how the term 
applies to the story being told. ' 




Posf-viewing questi on s and activities: 

6 Activity: Make a collage showing 
• men and women in traditional 
and nontraditional roles. 

7IntervietNpmeone holding a 
> nontraditional job of some kind. 
Ask that person; Why did you decide 
on this job? What are its challenges? 
Are those challenges any different 
fo$ you than they woujjjl be for some- 
one else? Did you meet resistance 
when you applied for the job? Has 
the job given you a sense of 
accomplishment? 

^> Ask a parent or older relative: 
During your lifetime, have you 
seen changes in attitudes toward the 
roles of men and women? Were you 
in ftny way held back because of your 
sex? If you were growing up today, 
would you consider different career 
options than you did when you were 
young? 



I Was Angie qualified to be Big 
• Devil's rider? Was there any rea- 
son why she should not have ridden 
him? 

2 Can friost areas of work be 
• engaged in by either males or 
females? (Yes.) 

3 What should be the criteria for 
• career choices? (individual skills, 
interests, and abilities ) 

4 Does whether you are a boy or a 
• girl have anything to do with 
being able to express feelings? (No. Ail 

(HH)ple have feelings to share. Feelings 
shouldn't be regarded as masculine nr*fcmi- 
nine traits.) 

5 What is meantby sexual stereo- 
• types? Can^you name some com- 
mon ones? (Dads a doctor. Mom s a 
nurse; Dads a company president! Mom's ,i 
secretary, and so on. Students may come up 
with some unex|>ected responses to this 
question.) 



The uncommercial in "Big Devil" which reflects the theme of the segment is 
No. 36. Achievement Award- A/</s /;/ Health ( uteris 
^Personal Achievement Award to Tracv Litfmtnre of Atlanta, (ieorgi«i. ,i Ned Cross u>lun!eei 
\vho has given USfi h< >urs to hnspif.il p,ifM'nts *is ,i hunt's ,ude A t heet lo? all Kids m heuilh 
careers f md activities. 
t Mher uncommercials in this srijmont arc 
No- (>. Celebrity Organ - The Teeth 
No, 3. Accident of the Week- Check Ynm Skills 
No. 24. Jingle -IjleUmqAt tintu -s 
No. 11. Don't Just Sit There™ Weight Cnahnt m 



is 




Theme: Physical Fitness, 



S ynopsis: 



*\ happen to be in perfect physical con* 
ditionr brags Tony as he refuses to take 
part in the POWERHCXJSE physical fit- 
ness program. Later, however, it is Toqy 
who must race away from a foreign 
agent, and it is Tony who'gefc tired and 
fees the race, GnJy fast woric by Lolo 
and the others averts an international 
incident that develops because oT* 
v. li^py's failure. . 



G oals: 



Encouraging young people to develop 
lifelong habits of exercise and physical 
fitness. 



Back ground: 

People exercise for many reasons: van- 
ity, self-image, health, strength, flexibil- 
ity, to feel better, to have fun, to 
decrease stress, to increase mental fit- 
ness. Exercising is one positive thing we 
can do for ourselves, What can eight- to 
. twelve-year-olds do? They can engage 
in sports and games on a regular basis. 
They can balance physically active pas- 
times and passive pursuits. They can 
understand and take part in activities 
that promote endurance, strength, flexi- 
bility, and coordination. They am be 
aware of the value of regular raercise 
in improving their general health and 
sense of weil-being. 




Fit to beTied 

Pre-viewing questions and activities; 



IAsk students to define the term 
• "physical fitness." Then ask each 
one to bring a picture to class show- 
ing someone who is physically fit. 

There's uninteresting lesson here; to talk 
about fitness is one thing, but how do stu- 
dents see it? LX) they see it in people who 



have the same build, the same look'' You 
might then intrcxjuce pictures of very differ- 
ent types of people who are physically fit a 
ballerina, a jockey, a football player, a 
weight lifter, and so on. 

€% Why is it important to exercise? 



Ibst-xkmng questions and activities: 

IThe POWERHOUSE kids set 
• goals for themselves in this 
show. How important are goals? Must 
they be realistic goals? Why or why 
not? (More about goals in Show KM.) 



Was Tony in 
condition"? 



'perfect physical 



3 Exercising is something you do 
• for yourself- How do you feel 
when you know you have done some* 
thing good for you^elf? Or when you 
have done something harmful to 
yourself? 

4 What things do you do on a rega* 
• tar basis to keep yourself physi- 
cally fit and feeling fine? 

5 Activity: Keep a log for one week 
• of everything you do that 
involves some form of exercise. List 
every activity, how long you did it, 
whether or not you warmed up 
before doing St. 



tant to warm up before doing an 
exercise? 

7f Activity: Plan a class physical fit- 
• ness program. Set some goals 
and see which activities can be incor- 
porated into the busy lives of 
students. 

8 Ask someone who is knowledge- 
• able about physical fitness and 
exercise to speak to the class, it is 
extremely important for young peo- 
ple to learn not only that exercise is 
good for them, but which exercises 
are good, how to do them properly, 
how often to do them, how tc^pace 
themselves. (Nutrition is another ele- 
ment in physical fitness. You'll find 
more about this in ShoW J 13, and 
there may well be someone- perhaps 
the school nutritionist -upon whom 
you can call to talk to the class about 
eating well and feeling fit.) 



6 A great many physical injuries 
• occur because people do not 
warm up properly. Why is it ipipor- 



The uncommercial m Til In be Tied" winch reflects {tie theme of the segment is 
No. 8. Don't Just Sit There, Do Something- Wutm ( ; p Watmjhm-n 
, Two giris art* working out on a crosstoir A Itwrd girl explains tli.it when you are exercising, 
you must warm up first, l! gets your hodv ready, and it makes it easier U > move so von don' 
get hurt. 

Other imcomn)ercials in this segment -are- 
No. 30. (iood Advice- fafuifwicnt- Fit, Fututton, fos/ 
No. 23. Jingle- /V/r//r//>f////f# is Ftm 
No. 28. (iood Advice- (Nuhihnn) Hal a Variety 
No. 27. (iood Advice-.SVw// Omvt 



9 
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S ynopsis: 



"I don't want to be a shrimp for the rest 
of my. lifer declares an unhappy lolo, 
and his POWERHOUSE friends rally 
around to cheer him upi "Its not how 
big your body is, but how big you are,* 
says Brenda, and the others concur 
"Yuu're smart, gutsy, caring," they tell - 
him, And then, suddenly, the discussion 
becomes academic. The group leaves 
POWERHOUSE, but Loiogoes back to 
get his cap. Just then, a bomb goes off 
in the basement. Is it curtains for Lolo? 



G oals: 



To help young people understand that 
each person grows and develops at his 
or her own rate, and that each person 
should build on present strengths with- 
out worrying unnecessarily about 
things he or £he cannot control. 



Back ground: 

Young people must learn to adapt to , 
the changes brought on by growth. 
Such learning takes time, patience, and 
understanding. It is important for 
young people to know'U^ -they; are 
not alone, that groWtW and develop; 
ment happen to each and everyone of 
them. Wha kibes vary widely, however, 
Is the intensity of the growth spurt, as 
well as the duration and age of onset. 
What causjjs the differences? Experts 
cite a nunroer of factors including 
heredity, glands, prenatal conditions, 
'nutrition', health habits, exercise habits, 
environment, social changes, anxieties 
related to changes, and the influence of 
peers, family, and the community. 




Theme: Learning to 
.Like Ourselves as We Are 



TheShort 
Life of Lolo Knopke 

Fre-viewing questions and activities: 



1 Throughout this series, Lolo has 
• been the one to spot and inter- 
pret clues, track down facts, and 
solve many of the mysteries through 
logic and deduction. Has his size 
been a factor in any of these shows? 
How would you describe Lolo? 



2 In this story, Lolo is said to be 
• rushing his time clock. What 
does that mean? 



Posf-viewing q uestions and activities: 



1 



What has Lolo learned by the 
end of the episode? (To accept and 
, appreciate his guqd qualities without worry- 
ing about thingsTu? cannot change.) 

2 What kinds of things can we 
• change about ourselves? (We can 

change habits, suet) as eating, sleeping, exer- 
cising, and smoking; we can change atti- 
tude^, we can take rcsuorisibility for our 
lives and our lifestyles) 

3 Activity: Have each student take 
• a piece of paper and write down 
three positive qualities of someone 
in the class, without naming the per- 
son. A committee of students can 
then compile a master list of quali- 
ties that are admired by your «Ui- ~ 
dents. What kinds of qualities are 
mentioned most frequently? Are they 
physical, intellectual, social, inher- % 
ited, learned? 

4 Have each student write an 
• essay on "things I do welt" or 
"things Vxn most proud of about 



myself" Encousage them to be hon- 
est, Informative, and as specific as 
possible. 

5 Activity: Pick one of your stu- 
• dents to be the "Personality of* 
the Week." Do not reveal the identity 
of the person. Then ask the person to 
put a clue on the bulletin board each 
*day as to his or her identity. (tf )r 
example: a baby picture: a list of hobbies; 
pictures or collages showing iikes and -dis- 
likes, favorite moments, holidays, or events.) 
Make it an activity that is fun, imagi- 
native, and revealing. Have other stu- 
dents guessed the identity of the 
person by the end of the weekZHave 
they learned anything new about the 
person? 

6 From all we have learned about 
• human differences, what is the 
most important thing we can learn 
about ourselves? (Thai eai h one of us Ls 

unique, and that each one of us is a good * 
tiling.) 



— — ^l^g^^g^Q^ i . . 

The uncommercial in The Short Life of Lolo Knopke' 1 which reflects the theme of the 
segment Ls- 

No. 22. Jingle - f htm m 'Hp 

Young people play volleyball on the ImmcIi. They are different in shape, si/e and age. What 

do they have in common? Kach has learned (or is learning) fhaKgrowing up is strange and 

full of unexpected change, hut if you talk to someone whahas heen (hrough it, you may 

find there's nothing to it." Talk to someone. 

Other uncommercial in this segment are: 

No. 14. Interview - Meeting Oiris 

No. 3 1 . Good Advice - First Aid 

No/35. Achievement Award -Substance Abuse 

No. 23. Jingle- Partiapatinq is Fun 

No. 1 1 . Don't Just Sit There- Weight Control 



A Guide to the 
"Uncommercials ,, 



Following are brief descriptions of 
the $ M "uncommercial*" that will be 
seen in the various episode of 
POWERHOUSE. A listing of ail the 
uneommercials in each segment will 
' be found at the bottom of the page 
dealing* with that segment in this 
Teachers Manual. For additional 
convenience, numbers identifying 
the segments in which each spot 
appears will be found in parentheses 
following -each of the descriptions 
on these pages. 

Most of the spots are 30 or 60 
seconds long. They 'are divided into 
eight main subject areas, as indi- 
cated below. 



Accident of the Week 

A little slapstick never hurt any- 
body- especially if its used to "sell" 
common-sense safety precautions 
that young people sometimes 
neglect. , 

1 Check for Hidden Dangers: 
• A surfer studies his instructions, 
checks the surf, inspects his equip- 
ment, and bounds off into the water, 
where he instantly disappears from 
sight. Why? There was a sudden 
drop-off he didn't know about. 
When doing something risky, check 
for hidden dangers. (103, 111) 

2 Check Your Equipment 
• Beverly is preparing to go biking. 
She's checked her skills and she's 
checked the road for hidden dan- 
gers. She takes off on her bicycle, 
but she crashes to the ground, slap- 
stick style, as the bike disintegrates 
beneath her. What did she forget? 
Wbeo doing something dangerous, y 
always check your equipment. (J 05, 
109. 113) 

3 Check Your Skills: A man who 
• is about to climb a mountain 
has studied the cliffs, checked his 
equipment? and he's up and away- 
but then he falls. Why? 1 It* never 
learned to climb. When doing some- 
thing risky, always check your skills. 

(m U4) 



Celebrity Organ 3 

Amusing animated looks at how 
oar bodies work and what they 
need to he strong and healthy. 

4 The Lungs (animated): The 
• mystery guest on "Celebrity 
Organ" is a pair of animated lungs 
with a distinctive voice (provided by 
Henry Winkler) who explains how to ■ 
take care of your own lungs: "Never 
sleep under water, never put any- 
' thing in your mouth that's on fire, 
eat right, sit straight, walk tall, 
"because good posture makes your 
lungs work better." (108, 109, 111) 

5 The Heart (animated): A big 
• green heart explains just exactly 
what it does: it circulates the blood 
and it brings oxygen to body cells. It 
is strengthened by exercise, and it 
can be harmed by too much sugar 
and animal fat-ajid by smoking. 
Take care of YOUR heart. (101, 106, 
112,113) 

6 The Teeth (animated): Dracula 
• smiles brightly as he explains 
why teeth are important (you must - 
chew up food so it can be digested), 
how to take care of them (brush 
twice daily, visit a dentist regularly), 
and what to eat for strong teeth (a 
variety). (104, 107, 110, 114) 
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Don't just sit there, do 
something 

Actiritv is the answer to a variety 
of questions, such as "How can I 
feel better?" "How can I take 
charge of my body and health?" 

7 Body Sounder: A young man 
> rhythmically taps his chest, play- 
ing his body like a drum. "It makes 
me more aware of what my body 
can dq," he says. "It's a take-along 
instrument." Kids, cops, adults all 
begin to play body sounders. You 
can. too! (103, 106, 111) 

8Warrri Up/Warm Down: Two 
• girls are working out on a cross- 
bar. A third girl explains that when 
you're exercising, you must warm up 
first. It gets your body ready, and it 
makes it easier to move so you don't 
get hurt. (104. 109, 115) 

9 Dance: The fun can last a life- 
time. A smiling young woman 
gets the beat going, explaining that 
dance is movement and time. You 
can do it when you're old, when 
you're young, or any time in 
between. Start tapping your feet... 
and you're dancing! (102, 108, U2)_ 



1 fk Exercise to Relax: Feeling 
JL upfight? Everything going 
wrong? Don't just sit there. Do some- 
thing. Breathe in, breathe out, exer- 
cise to relax. It works! (101, 107, * 

no) 

n Weight Control: A mime is 
• sitting on a chair looking 
bloated and depressed. Suddenly he 
jumps up and starts jogging in place. 
Then he begins to move out. Other 
joggers join the fun. Why? "If you 
want to get in shape, get moving. . 
Run a little more every day. Don't 
just sit there. Do something!" (105, 
113, 114, 116) 

Frontiers of Science 

Some surprising new techniques 
are being used to enrich our lives, 
and these "uncommercials" tell us 
about two of them. 

*! €\ Biofeedback: A futuristic- 
Mmf looking machine is wired to 
the fingertips of a young boy and it 

reflects his agitation as he describes 
a classroom situation which makes 
him nervous. What's happening? Sci- 
entists a*nd doctors are using bio- 
feedback to help us understand and 
reduce the tensions we feel. (105) t 

s 

1 Q Hypnosis: A young girl is 
JLO» about to have a tooth filled. 
Before that, however, her dentist 
helps her relax through hypnosis. 
Medjea^hypnosis: another way sci- 
help each of us to be a 
ERHOUSE. (108) s 




Interviews 

Ask a question, get an answer- 
' that's the premise of this series of 
fast, funny interviews with kids: 
The questions cover a surprising 
variety»of topics; and the answers- 
well, at times, they're just 
surprising! t> 

M Meeting Girls: A young 
• boy needs help. "How do I 
get girls to like me?" he asks, and his 
friends reply: go to the girl and" talk 
to her, relax*... steal her comb. What's 
it mean? Ask questions, get answers. 
(110, 116) 

| J* Friendship: What's a real 
1 tJ • friend? Kids respond: some- 
one who helps you when you're in 
trouble, someone who plays with 
. you, someone you can knock down 
and will still like you. Friendship- it's 
important! (101, 102, 108) 

1 Illness: A boy sneezes and 
ID* asks, "How do I fight the 
' common cold?" His friends give - 
advice: "Stay away from me" "Don't 
take a bite out of my donut." "Don't 
borrow my chapstick." "Keep wash- 
ing your hands" "If you've got some- 
thing to say, make it ten jeet away" 
v In other words, use common sense 
- about your health and the health of 
! others. (105) 

n Practicing: A young girl 
» bangs on the piano keys in . 
frustration. "Why do I have to prac- 
tice?" she demands, and she gets 
some good answers: "So I won't gej 
rusty'' "So your teachers don't ' - / ' 
scream at you."' And, adds a boy On a , 
unicycle, "You can't do this" without 
practice!" (104) 



0 

ERIC 



• TV 



1 O Winning/Losing: A good 
lOi question-what's good about 
losing?- prompts some good 
answers: "It makes me appreciate 
winning more." "Win or lose, it's how 
you play the game that counts." 
"You've got to learn what it feels 
like." And, "You learn from losing.", 
(109) 

1 Q Community Resources: 
mi/ •When you can't talk to your 
)jarent§, who do you turn to for 
help? The kids respond: 1 talk to my„ 
doctor, sister, shrink, teacher, dog. 
What's important? Ask the people 
you know. (103, 112) 

OA Masculinity: "What's so 
mtXJm great about being a boy?" 
asks a young girl holding a beach- 
bail and the jx)ys resporia: "Boys are 
great at sports," says one. "Not being 
a girl," says another. 4Jutout of it all 
comes the message: "Be*gtaU$£pu're 
YOU!" (106) 

€% | Femininity: "What's so 

mIi great about girls?" asks a 
young boy. "Everything," replies one 
girl. "You can be real rough and 
tough and go out and climb trees," 
says another. And the announcer 
sums it up: "Be glad you're YOU!" 
-■( 106, 113) 



Jingles 

Madison Avenue discovered the , 
principle a long time ago- if you 
want your message to he remem- 
bered, put it to musk. These 
"uncommercials" do just that. 

€\€\ M GroW Up": Young 
mAmAm people play volleyball on 
the beach. They are different in 
shape, size and age. What do they 
have in common? Each has learned 
(or is learning) that "growing up is 
strange, full of unexpected change, 
but if you talk to someone who has 
been through it, you may find there's 
nothing to it.". Talk to someone 

(in, ii6) . ~ 



22 Participating is Fun: A 

edge of an aerobic dance class. Th 



shy young girl stands at 



group is exercising, singing, and hav- 
ing fun. Gradually, the girl begins to 
join the group's activities. The mes- 
sage is: get in the game. Participate! 
(109, 115, 116) 

*%A Lifelong Activities: A boy 
M ii and a girl sitting on a coun- 
try fence see an bid man walking by. 
"1 don't ever want to get old," says- 
the boy- but then the man turns and 
casts a spell on them with his magic 
"wlfcing stick, and we see all three of 
them fishing, gardening, biking... the 
song says it all: "Start right away to 
do things that will last your whole 
life long." (106, 112, 114) 



Good Advice 

A collection of tips, (act& and com- 
man sense aimed at l\elphtg young 
people approach a variety of prob* 
lems and situations. 

V 

O Fads are Bad: Cookie 
MUt Dunkin tried all the fad diets: 
the, all-grapefruit diet, brown rice, 
pred$ested protein, wild birdseed, 
and it didn't work. Says the narrator 
"Cookie, forget faa\dietsjiat light, 
eat a variety, exercise." (l02, 109, 
113). 

O/? Ask, Answer, Act A ventril- 
MVt oqujsi returns from the doc- 
tor with mec%ine «nd complains to 
hjs dumrriytnat the doctor didn't tell 
him what was wrong with him. Says 
the dummy: "Did you ask the doctor 
questions?" "No," says the ventrilo- 
quist. The dummy replies, "People 
like you give people like me a 
bad name." Help your doctor help 
you. Ask the right questions of the ' 
right people. (107, 110, 111 1 13) 

O *J Stunt Driver: A car 
m •• screeches down the road, 
and careens into a spectacular crash. 
At the wheel Is professional stunt- 
man Marry Madson, w/iose job is to 
perform stunts for rjdvies without 
getting hurt. How does he do it? "We 
plan everything," he says. The rules 
are the same if you're driving a car 
or driving a bicycle in traffic." Think 
before you acl! (KM, 107, 115) 
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OQ (Nutrition) Eat a Variety: 

A general lectures his troops: 
"AH this stuff we hear about diversity 
making America weak is poppycock! 
Real Americans think a variety, act a 
variety, and eat a variety'' Patriotic 
music plays as we see the general's 
troops. They're his picnicking family 
and neighbors, and they're eating a 
tempting variety of food. (103, 115) 

Alcohol Affects the 
La *J • Body: Three young runners 
line up for a race. Then one drinks *~ 
wine, one drinks whiskey, one drinks 
beer. What does* it do to them? What 
doesn't it do to them? Their deci-_ 
sion-making is poor, their vision is 
blurry, their balance is awful. They're 
acting strangely,- but it's not funny. If 
you're thinking about drinking, get 
the facts. (104, 108) 



OA Equipment Fit, * 
OU • Function, Cost: How do . 

you buy shoes? It's the fit that 
counts. You can be great, and your 
shoes can be great, if you're meant 
for each other! Whatever your size, 
buy them for the way they fit, not 
just the way they look. Be a winner 
Try them before you buy them! 
(102, 107, 115) 

QJ First Aid: A young boy on 
OX* roller skates crashes into a 
sidewalk fruit stand: The owner is 
semi-hysterical, the boy in pain. To 

. the rescue comes a girl in trench 
coat and snap hat-and she has 
some snappy advice: "Get hold of 
yourself," she advises. "Your job in 

, any accident is to stay cool and get 

' help fast" (102, fl2, 116) 

-O ■ Laughter. A teacher, watch 

H m* • ing his students squirm, 
( fidget and twist their way through an 
' exam, suddenly falls off his chair 

and comes up making faces. Why? 

Laughter it's good for us all. 
I (183, 105) 



Achievement Awards 

Some personal POWERHOUSE 
• salutes to very special young peo- 
ple who are proving that individ- . 
uals can make a difference. 

QQ Kids' Radio^how: Per- 
•5 «J • sonal Achievement Award: 
To four ($ds who have a radio show 
in Washington, D.C. (103) •> 

O A Environmental Health: 
tJ m • Personal Achievement 
. Award To the Boys Club of Hunts- 
ville, Alabama, for its Clean Scene 
Machine and its monthly campaign 
which nets up some 4,000 pounds of 
trash a year. A clean scene, indeed! 
(112) 

Q Substance Abuse: Per- 
Otl« sohal Achievement Award: 
To the,boys and girls of Camarillo, 
California, for their anti-smoking 
campaign. Here's one achievement 
I that won't go up in smoke! (116) 

Q tl m health Careers: 
«J 0» Personal Achievement 
Award: To Tracy Ixittimore of 
Atlanta, Georgia, a young boy who,'*^ 
as a Red Cross volunteer, has givefT 
285 hours to hospital patients as a 
' nurse's aide. A cheer for all kids in 
health careers and activities! (114) 



POWERHOUSE is produced by 
Educational Film Center, 
Annanduh: Virginia', under a 
contract from the United States 
o' " 'purtment of Education. • 
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Mainstreaming: Personal 
t) I • Achievement Award: To the 
4-H members in Loudon County, 
Virginia, for teaching their disabled 
members to ride horseback v A great 
way to* share a great experience and 
to be part of the group! (106, 110) 



Student Handout 1 




Theme: The Role of Friendships 

in Our Lives 



VIEWER'S LOG SHEET 



ft 

2 



What was the show about? 



JL 



How would you describe the POWERHOUSE characters? 

Brenda .... 



Kevin 








Jennifer 



Tony. 
Lolo 



3. 

5. 
o. 




L Pepper 



Do the people in the show become friends? 
How do they treat each other? 



Who in the group would you like to have live next door to you? "Why? 



POWERHOUSE is a series about health and well-being. Is having friends important to your health and 

well-being? How? 

"i • 

What qualities do you look for in a friend? ■ ., 



< 
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Student Handout-2 




> Theme: Practice Days Off 



BE AN INTERVIEWER! 



r 



4 



Ask an older relative or friend these questions: 

During your lifetime, what has taken the most practice and discipline to accomplish? 



2i 



Why did yofi make that effort? 



T 



:\ 




Was the final result worth your efforts? Why or why not?. 



-v- 




What are some things you are sorry you did not try to do? 



5. 



Did the fear of failure ever keep you from trying to do something? Were you sorry later? 



6. 



What do you consider to be your greatest achievement? 



V - 



5 



ERIC" 



78 



Student Handout 3 



r 




A "POWERHOUSE" REVIEW! 



> 



• Write a paragraph, either below or on a separate sheet of paper, on so?(ie of the 
learned from the POWERHOUSE series. 




< 



things you have 



A 



Wliich POWERHOUSE shows did you like the most? The least? Why? 



As the POWERHOUSE series progressed, which characters did you like the most? The least? Why? 



Why is it important to like ourselves^ 



What aspects of our lives £an we control? i 



If there are things you don't like about yourself, are they things you can change? 



A major -POWERHOUSE theme is, "Don't just sit there, do something.'* Name a problem you've had and what you 
did about it. Did you take positive steps? How do you feel when you do something good for yourself? 



IT" 
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Student Handout4 
M 5*- 




' A"POWERHOUSE" LOOK AT THE MASS MEDIA! 

f .. 1 , » — ! : *■ VN 

The mass media has often been accused of sexual stereotyping. Is that true today? 
Take a look-.it^ your turn to be a critic! 

What to Do: Pick a TV show, movie, or book thafyou know well and write a critique 
(review, essay) about it and how it portrays males and females. 

How to Write Your Review: Ask yourself these questions and include y&ur answers 
in the review. 

> 

□ Name of TV show, movie, or book. 

□ Who are the major characters? Write a brief description of each. 

□ Do the characters have jobs? If so, what kinds of jobs? • / . 

□ How-would you describe the female characters? Are they strong, independent 
women or>de4he^ depend on others for decision-making? Do any of them have 
nontraditional jobs or interests? 

□ How would you describe the male characters? Are they pictured as being strong and 



successful? Are they helpless around the house? 



\ 



□ Are there children or teenagers in the TV show, movie or book you are reviewing? If 
so, how are they portrayed? Are their characters welf-devebped? Do they 30 to- 



% school, work, have responsibilities? Have they been stereotyped? (For example, are 
the boys interested only in sports and girls, the girls only in boys and clothes?) 

In Summary: Write your review on a separate sheet of paper, including answers to 
the questions above. Be sure to evaluate your findings. Does the show or book you . 
picked reflect today's changing attitudes toward the roles of males and females? Or 
has it continued to lock males and females of all ages into stereotyped jobs, attitudes 
and lives? 
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Teacher Response Card 



IMPORTANT: In order to ensure that your school 
remains on our mailing list for future free materials, 
please fill out and return this card 
No postage is necessary. 

Your general evaluation of the materials: 



Your comments on POWERHOUSE: 



Graeme Ievel(s) at which these materials were used: 

Did you use the programs: 

□ via ITV □ in their prime-time run? 

Do you ever assign programs for Rome viewing? 

Does your school have a videotape recorder? 

Dojgpu sometimes tape programs off-air?. 

What kinds of programs for young people would you 
like to see on television? ~ —J 



General comments/suggestions: 



Name 

School 

Address 



ERIC 



Thank you! 
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Teacher Response Card, 

IMPORTANT: In order to ensure that your school 
remains on our mailing list for future free materials, 
please fill out and return this card. 
No postage is necessary: 

Your general evaluation of the materials: r — — 



Your comments on POWERHOUSE: 







Grade level(s) at which these materials were used; — 

Did you use the programs: 

□ via ITV □ in their prime-time run? 

Do you ever assign programs for home viewing? 

Does your school have a videotape recorder? 

Do you sometimes tape programs off-air? — 

What kinds of programs for young people would you 
'like to see on television? : 



General comments/suggestions: 



Name 

School 

Address 

City, State, Z ip 



Thank you! 



Response Card 

' ' IMPORTANT: In order to ensure that your school 

remains on oui* mailing, list ^future free materials, 
>» p te ase fill out af?d reti^rrt this card 
t No postage U necessary 

Your general evaluation of the materials? _ : , : 



Your comnr^ts on POWERHOUSE: _ L. 



Grade level(s) at which these materials were use^: /7TT l 

Didfyou use the programs: ; ,j ■ 

□ via ITV □ in their prime-time run? , 

Do you ever assign programs for home viewing? : 

Does your school have a videotape recorder? 

Qp^ou sometimes tape programs off-air? 

What kinds of programs for young people would you 
like to see on television? ., ~ . 



General comments/suggestions: 




Name 
School ... 
Address . - 
City, State, Zip 
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' Thank you! 
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